DID YOU mw. 



We still have the very best PD library 
for the Atari Classic 

There are over 400 disks available 

Many disks are only £1 .50 each 

CollectioTis and special sets are even cheaper 

EVERY PURCHASE OF A PD DISK 
HELPS TO SUPPORT THE MAGAZINE 

DID YOU REAUSE? 

We still have the entire ST library available 
There are over 1 ,000 disks 
Disks are only £1 each 
We will send you details on request 



KEEP SUPPORTING US 
AND WE WILL KEEP SUPPORTING YOU 
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FOR THE ATARI CLASSIC 




O THE SEARCH IS ON 

Search and sort routines 
Q USEFUL USR 

Crack the connection between 
Basic and machine code 

O CD COLLECTION DATABASE 

The next best thing to a CD cabinet! 



FINDING A 
HOME ON 
THE INTERNET 






PLUS ... WOBMiN PARADISE ... HAPPY TYPER ... SPARTADOS ... mUBAG ... 4ND WOflB 




ThanJcs 



Les Ellinghcan puts It all together and Ms 
up the gaps but the real thanks goes to the 
following who made this Issue possible 

Sandy Ellingham who takes care of all the 

oilice work, advertising and mail order 



Inspiration, 



For their contributions 
Raphaiel Espino 
Allan Palmer 
Dennis Hedges 
</ames Austin 
Eddie Jones 
Kevin Cooke 
Paul Herbert 
John Foskett 



this issue 
James MatthHck 
Joel OoodttHn 
Dennis I^gerly 
Austin Hillman 
Dfiniet Yelland 

Tomtiit 
John S DoMjison 



APOMJOGIES 



1 am BtlU extremely poor in acknowlcd^ng 
contrlbutlona ao I apologise to everyone 
who has sent in stun and thought U hst^ 
ji^one thraugh the wiirmhole. The intention 
( n reply IQ everji'one is there but the time 
sccm.9 ta drift by. If you have not heard, 
thank you artd keep watching the ma^, you 
iTfilght DC surprised, 

HOW IT'S DONE 

PAGE 6 shows lust what you can do wfUi voiur Atari, 
NEW ATAR] USER has aJwaya been created entirely Willi 
Atari equipment. Initially cn the XL but more laLe^ With 
A Mtgn ST and other stuff, who needs PC's or Macsl 
Hardware Mcludes a Mc^ ST2 (up^aded to 4Mh']i, 
SM125 MoiiJtor, Supra 30Mb Hard Disk, a HP Laaeijet 
[1! C itizen 124D printer. PhlllpG CM8833 mori3t<>r, 
I : I :k, a couple of 1050 dtsk rirhcs, aS€ JntcTfacc. NEC 
Hi I J printer. Principal software uned Is ProtcKt and 
Flr < r Street Publisher 3.0. Otlicr soRwarc Includes Ker- 
miU rariTaJk, Turbo Basic and varioua custoni written 
[IT' i^irrtms on the XL/XE, Ardtlea subrnltted on XL/XE 
disks are transrciTcd acrosa ta the ST vU TARITALK. 
Programs are c?odr-d on the XE and printed out dlrtttly 
for pasting In after the t>''pe9ettlng Is completed. AH 
Briii.J<if t-dStli L^j; 14 ddrtc with Pro text and pages are laid out 
with Fleet S treet Publisher. Each pAff^ is output directly 
firom Fleet Street to a HP Laaeijet 111 which produces 
■ J "led pages exactly as you set them. All that is left Is 
■? In the llsttr\gs and photos. 
.1. it s not quite as «Asy as that but you get the ideal 



Tt mens OLMii a hng tine beiuxen issues thai S oJUm rkji> 
look i^p wivH 1 woi iSieranjf to ifisl tima, QuOe ofiOT f Q^i^ .-^^ . 
tKOX been hstanin^ to a particuhr CDjtr ages 0f\hj ^ jt^d ff 
uxisn'^ crt Ihe j^blifiisA lost l»rw. (s thg case ujlibFi tfe Ct) 
pka^tTQ righi nait by IVoIdci. Thi^ grwp cctrprtaes ajfutn 
CodlkJge. hir ststef Prised and Laura SoaerJteW whi I (fi*iJc is 
PrisdHa's daughter. It is imtimiSy!) of Native Amertcon t^Lience 
ilwugh Tto mort *0 tfwn ih* a&tims iby Bug^/ SL Mcrie qftt^ 
sixties and s«tsntif Rt^ OxiMg^ is Qf Owfohee descent and 
has decsdsd to arbrcxx her roots mare dfsef^. The 

resut is a stperh cdBecSm qf imdem »Ct^ ivtth just the right 
NcSttM /anef^ffri in^fu^iaf. I bet Fm fhf only psrson tu hmie 
dlsaxvrvd tflfc*r q/^oE how mar^ people ioak (n ihe NaOee 
Ajnertcan section, of the Worii htusic mck tn (he^ loco! stire? t 
cant iatienf^vl tuht^ this is not pmmoied in thi* irviinsbvevn 
tmsic seHtioTL Atso being pkci/ed recen^ is a carrpilalkm. hviud- 
Ihff Iradcs btj Jim Page (no, not i/frrrrn^. Joanne Shavtrtioah, 
KOm /flowr, iMTty Utig and JLhe Rc±hins. Bet you htme f«w 
heard offruf of them. WrOe tmdf tcB me ^ycm. hme. 

CONTRIBUTIONS 

Without contTibutut¥iMjrom itm readers, NEW 
ATARI USER would not be possible, PAGE 6 
tixlcomea and encourages its Te<aters to sub- 
mitt articlest programs and reviews for pu2>It- 
catioTU Programs must be submitted on. disk 
or cassette, articles should wherever possible 
be sidmiitted as textjiles on disk. We seek to 
eneourtige your participation and do not 
hwfe strict rules for submissions, ^some- 
thing interests gou* write a progrom or arti- 
cle and submit itt 



COPYRIGHT 

All original articles, programs and other m?t!-Ti, i» \v. 
NEW ATARI USER rtmaln the cop>Tlght ai 
thor as credited. All uncrcditcd material Is 
PAGE 6, Permission must be SKJtJght by anyone 
wishing to rtiptibliah any matcrtaT Whilst we take 
whatever steps wc can to cnsawre the accuracry of 
articles and pnigmma and die contents tif adivcrtlst 
mcnts, PAGE 6 canndt be hclci Ila.ble for any errors 
or claims made by advertisers. 

ATARI (TM) It • r«fif1«f Hf tndc4fnaill df ATAIfl COflP. AH 
rttermcet •twuM be mo no1«l NEW ATARI USER !• an 
kKh^ndcfTl publfwiinn and hB» connection with A»rt « 
my olher ^om^wny or publiititf. 



EmoTlal smms: P.O. Box 54, Staffard, ST16 IDR, ENGUNO TeL 01705 241153 
Ednor £ Publisher: Les Ellln^ttam - Advertising: Sandy Ellingtiam 
Page li^oui by PAGE 6 - Printed by Dolpnin Piess, Fife, Scotland 01592 771652 
NEW ATARI USER is published bi-monthly on t^ie last Tbursday of tf^e month prior to cover datj 
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"EditoriaC 



For one of the few times In the past ten years or so 1 can't readily think of something to 
rattle on about in the editorial so I guess I'U go to the old standby of asking for your 
contrtbutlDns. In fact this not ttally a standby but an Important topic at the itximent 
for If you don't eontrlbutje something we will soon be slmggling to flE the magazine. We're okay 
for the next couple of Issues but there is vciy httle In reserve and I need to think far ahead. 
Whenever 1 make these pleas for contributions the old faithfuls such aa John Foskctt always 
lespond with another disk or two full of articles and prograins and, whilst these are more than 
appreciated, we ean't keep le lying on the same contributors time and time ag^n. Apail from 
anytlilng else these people wtD probably dry up one day so don't rely on others to make the 
contributions, try and think of something you can do. Of course not everyone can write 
programs or compose articles but anyone can write a letter and that Is a good starting point. A 
full MaUbag Is a solid foundation for any issue and you can begin by responding to any topics 
that Intcnsstyou In this Issue's Mallbag. If there is nothing much of interest then write to us 
about something you arc Interested fn, it doesn't even have to be about Atari related 
computing, as ^e recent interest In the Internet has shown. 

If you want to do more than just write a letter, then a good idea Is to take your favourite 
program (a PD program Is probably best since these arc readify availablel and do a comprehen- 
sive write up on It If you use a pmgram regularly then you should know it Inside out by now. 
Share that knowledge with others. EJon't be afraid to do an overview on similar types of 
programs, for example comparing the various word processors that are available. Elow about 
taking a PD program and writing about what isn't in it? TeU readers about what you would like 
to see in your dream program and maybe someone wiJl be inspired to write It. 
So what other Ideas are there? 
w Send in a ikvourite programming routine you use often and tell us how it works. 
* Polish off a program you have written and send It in. 

Find good programs fmm other publications, as Dennis Fogerty did this issue. 
«■ Find an article somewhere that you think could be written better and make it Interesting 
for us all. 

w Dig out some good PD programs we don't have and send them in to be used as disk 
bonuses. 

And this is only a few of the ways you can help! 

I have said many times that this is your magazine, full of 
your contributions and you must stay committed for us to 
survive. With the pressure of work in trying to keep the 
mortgage paid I simp^ don't have the time to fUl In huge 
sections of the magazine as I may have done several years 
ago so ] am relying on you more than ever to make my job a 
lot easier, and to make New Atari User as Interesting as It has always been. 
You now It makes sense. Please start tliinklng now and writing tomonowl Once you start it 
becomes a lot easier and when you see your name In print you will be inspired to contribute 
a^dn. That's our future. 



THIS IS 



IMPORTANT 
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PROGRAMMING 



30) RIPPLE 



Raphael Espino presents 
this neat little program/or 
a great graphic design 



try compiling it with the Turbo compiler. Re- 
member to save a Basic version though as 
you might want to experiment with the para- 
meters* 



This program creates a 3D ripple surface 
which serves no purpose except that it Is 
Interesting to look at once it is complete. It 
does take a while to mn so you will need 
some patience but the result is well worlh It. I 
su^^st that you run the program with Turbo 
Basic which will speed up the drawing or even 



m 1 REM 

SJ 2 REH I 3D RIPPLE BY RAPma ESPINO | 
NI 3 

10 IB m?m^ 24:C0L0R I 169:3^158 
11= 138 im^2% \m=2. 14 159/ ISflim \m : S 

IK 21 PXH^t92iP)(W=32B;CX=16e:CY=58:CH=CT)f 
Y!1:TftAP ieijSW=2S(WPXW;SH={WCY)/P){H 

AH 38 FDR X=')<H TO 8 STEP Um Y=-ZM TO 
m STEP 4 

JO 49 ^SQR(XlxmY)/18iSt^SIN(U)A?sYP==Y3( 
ST+CMJSM 

OH 58 IF Y=-^ THEN HlNY=YP:r*^XY=YP 

XD 69 IF YP)rttXY THEN r™=^FtPLaT CX+X/S 

M , (m-2) -C YP/SH4 CY) :PLOT ™- 1) -( CXt 

)(/SW),(^^H-2)-(YP/SH+CY) 
IS ?l IF YP<MINY THEN tim=YP:PLOT CX+X/S 

H , ( FXH-2) -( YP/SH+CY) tPLQT ( PXW- D -(CX* 

X.'SK),(PXH-2)-(YP/SH4CY) 
IX Bfl NEXT Y;NEXT X:PGK£ 77,128 
yK n GOTO 99 

Nu m TRAP leesBOTCi a& 



MODIFYING THE PROGRAM 



If you want to try and modify the program 
note that the main variables are: 

XM Width of th& surface 

YM height of the "'blimps" 

ZM apparent depth of view 

ANG artgJe of view (ir de^r&es] 

PXH height of screen in pixds 

PXW width of screen in pixels 

CX centre oi shape horizontally 

CY centre of shape vertical^ 

To Use a different graphics mode change the 
GRAPHICS command in line 10, and vari- 
ables PXH, PXW, CX and CY to suit your new 
mode. For example, mode 7+16 virould be 
PXH=96 PXW=160 CX=80 CY=25. CY should 
be roughly one quarter of PXti and CX half of 
PXW. You should also change the values in 
the STEP commands in line 30 by doubling 
them each time the screen size Is halved. 

To change the shape's position on the s creen 
then change CX and CY and to ehange It's 
height and width then change PXH and PXW. 

Try also changing the following Unes, 
Lint 30 - increase ihc rnirribers in the STEP 
commands to speed up the drawings This will 
make the dnawlng 1>lockier" howei-'er. 
Line 40 - the second equation (S1N{V1/Vl Is 
the one that determines the shape of die 
surface. Also try SlNfVO'^a/V and 
SlNCVTCOSfV)/V for dlfTerent shapes, • 
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Mailt ag 




This issue's 
Mailbag 
conducted by 
Les ElUngham 



INTERNET SUCCESS! 

Aftsr detaU,ir^ my experiences 
on ths internet last issue. 
Allan Falmer came to my res- 
cue and proufided a. couple of 
pciges of Web addresses re- 
lating to Leonard Peltier and 
other ttnJcs' of inieresL ffe 
obvioitsly has the e>perience 
fa Jlnd what I cotdd not Some 
iofhls corrxments wfU. be of 
gejTEToi. intBrest so here ore a 
Jew things he had to say: 
"Having dabbled with the In- 
ternet and creating a simple 
home page when I first ac- 
quired a PC back in 1995, Tm 
now a confesseti cybemaut 
(or should that be cybemut?). 
Part of my spare time fs 
spent in maintalnlnig the Web 
pages relating to Tlie Cava- 
liers - Basingstoke's award- 
winning youth marching 
showt>and (of which my 
daughters arc mieinbers)^ and 
also to majntalnlng the Web 
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pages of the British Youth 
Band Association (BYBA) - 
the national organisation 
which co-ordinates and 
promotes youth banding. In 
case anyone's interested ^ the 
URLs for these pages are 
tiTtp ://www . the -cavaliers.org .ti k/ 
and http :/Anww. by ba ofg.uk/ re- 
spectively. 

Your editorial recounted 
your attempts to research 
Leonard Peldcr on the Inter- 
net and you w^re sutprised 
that using the Yahoo search 
engine you only retrieved a 
handful of hits, This may be 
down to a iM>uple of things - 
firstly, the content of the Net 
eontSnucs to grow exponen- 
tially, keeping track of It is 
more than a full time Job; 
seoondlyH web pages are indc- 
xied by tags within the HTML 
qodc which Ust relevant 
keywords for search engines 
to use, if a word or phrase 
you'ie interested in isn^t tn- 
clvided in the tag, it won't be 
indexed. There are some 
search engines which build 
their indexes by scanning the 
web and the actual content of 
pages, but of course theyX-e 
got to find all the pages. 

1 did a quick search via 
Wcbcrawler and came up 
with a number of hits oon- 
cemlng Leonard Peltier and 
enclose a print out of various 
addre^es which may be of 
use next time you go cybcr- 
surflng. As Opposed to a 
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Cyber Cafe, have you tried 
your local library? Ours pro- 
vides Internet access, I 
understand, of some form." 
I Allan's list of addresses 
ivcts superb and has enabled 
me ia get much more vcdue 
jrom my second^^Der. As to 
locai librarte's, some people 
are lucky, others not deper^- 
tr^ on the local authority, 
^qffordshtre Itbraries hinje 
no public Inlemet access of 
any (clnd as they "are await- 
ing a policy decisk^n^ Ida 
know that the main library in 
Sjuthend offers free Internet 
access, aU you. have to do is 
book your hoiir in advance^ 
Also the lihrcay tn the Uttie 
v&lage of Street in Somerset 
offers public o/^^ess, although 
I don't know if you have to 
pay* If they can do it why 
can't all libraries? 
It usDufd be an excellent idea 
if we could put together on 
aitiche on puJblfc Internet ac- 
cess with the help of our 
readers. If any of you know of 
Cyber Ccifes in your area, 
JireJ out ujhcit they c^v^rge 
and send us the detaGs 
together with their postal 
ad^ess. If you use the Jnier- 
net at your local literary let us 
have details oj what they 
charge and what their policy 
is, for instance do you have to 
be a member of that particU' 
lar library or Is access open to 
anybody? Is there such a 
thir^g as 'Ubrcuies On-line' on 



t}^ Irttemet thai wHl give de- 
tails of oR the libraries that 
are oonnecEed up? Here's a 
good chance /or some of you 
to contribute to an atttcle, 
even if you. can't write the 
article yourself (althoi^h a 
uolunteer would be more than 
wekomelh The Internet really 
is a fabulous UxA for research 
and it would be good if those 
of us without PCs or modems 
could get to use it a litlLe more 
easily. 



TRANSFER REQUEST 

Dennts Hedges from South- 
ampton has been hatting a 
few problems trcmsferring 
data between the Atari and 
his PC but has worked out 
some of the problems as he 
ejqplatns; "With regjard to Phi- 
lip Brown's problems with 
the G.M. Transfer cable, I 
had the same trouble of no 
interaction between the PC 
and Atari. Having printed out 
the 36 pages of Information 
from the file Rcadme.txt on 
the disk, and anything else 1 
could And to read, I must say 
that Nick Kennedy really 
does explain eveiythlng veiy 
well, although I did not 
understand a lot of the tech- 
nical parts. 

Having read It alL I still 
could not get the Atari to rec- 
ognise my PCr Anyway I did 



manage to crack it thus: Get 
SI02PC up and running on 
the PCh then load 
MYEk:)S453,ATR on to the 
virtual Drive One, Then piess 
A on the PC keyboard to get 
the timing screen up. Press T 
which toggles tlie sense of 
command line input. Switch 
on the Atari and the com- 
mand line at the bottom of 
the program should change 
to DEV 3 1 or 4P. Type DOS 
on the Atari and you should 
get the DOS program on the 
monitor. I did experiment 
with some of the timings, but 
tills did not seem to make 
much difference, oafy on 
UART, 

There seems to be a lot more 
to transferring games and 
flies than is made out but I 
hope that this wiU help 
someone." 

T Thanks Dennis. I have to 
admit that I didn't under- 
stand much of it, hut I guess 
if you've got the program up 
on the jnortitjr in front of you 
it wHl make sense. I hcpe that 
Philqj is now up and rurtnif^ 
and maybe some others will 
be helped as well. 



MORE INTERNET 

James Austin's letter arrived 
Just a cottple of days o/fer I 
had completed the last issue 
so refers ta (terns raised in 
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Issue 82. It is still interest^ 
so let's Iworfiom James t 
"First off. regarding the letter 
from H,S. Wood, could he, or 
anyone else, explain what a 
PrLC. is? Presumably they 
arc something to do with 
PC's. As regards connecting 
an Atari to a PC, 1 don't cur- 
rently own a PC and doht 
intend to get one In the near 
future, but I do find it In- 
tercsting to n^ad about, as 
long as the subject matter 
does not get too tiechnl<aJt 
because it then goes way over 
the head of Users such as 
myself who do not own a PC, 
It's okay as long as it doesn't 
take up too much of an issue 
and so overshadow other 
topics. It hasn't happened yet 
but I feel that we should be 
careful not to let this happen. 
On a similar note, I have 
found reading about the In- 
ternet, in John S Davtson'a 
'Joum^ Into Cyberspace' 
very interesting. It is a pity 
that it is so expensive 
though. 1 have only been on 
the Internet once or tudce at 
school, when the teachers 
aren't looking or when it has 
accidentally been left turned 
on, which isn't often, but 
have managed to find several 
ATARI -specific Web sites, in- 
cluding an ATARI S-Bit web 
site at the University of Kent 
at Canterbury [presumably 
there are similar web sites at 
other universities?], also a 
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"Digital Antic/Digital Analci^' 
web Bite where all the artl- 
clta/pitjgranis frcjiti the 
magazines can be found and 
downloaded. There la also a 
really Interesting site where 
screen shots and information 
on all the classic Atari j^amcii 
can be downloaded and 
viewed. There also appears to 
be a lot of informaUon on the 
Net about new ATARI com- 
mercial games from the 
States^ [ never had the time 
to write down an^ of the Web 
site addresses for these but ] 
found ihem pretty easily 
using the Netscape search 
fa.dMxy, so perhaps John or 
someone else with access can 
have a bok around! for some 
of these sites and maybe 
send tn Information about 
them, maybe ajso sending In 
any downloaded artlclcs/tn- 
formatlon that might be of In- 
terest to riders. Perhaps a 
regular section could be set 
lip in the maga^dne, in addi- 
tion to John S Davison's col- 
umn, where this stuff could 
be sent In and published for 
everyone who can't ^t Inter- 
net access. 

Before I close, a couple of 
cries for help. Firstly, does 
anyone out ttiere own a 
1029? If you do then would 
anyone care to test a new 
piece of software that I have 
written for It? If so PLEASE 
contact me at the address 
below. It will come with a 
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manual fiilly explaining how 
to use It and detailing ail of 
Its fcatutcs. Fm asking this 
because I really need some- 
one impartial to test it out for 
me to see if It's worth me 
completing It and maybe 
sending it in to PAGE 6. Also, 
does anyone know where 1 
can get a full working version 
of Daisy Dot III (i.e. the one 
that allows you to use multi- 
ple fonts in a document has 
SpartaDos X support^ etc.}? If 
you do then please write to 
me at ihe address given." 
T Thanks far soiT^ in^rest- 
irtg points James^ Your com- 
ments about using the Inter- 
Tvst a.t school seem to echo 
other school's treatment of the 
Irdemet At my son's school 
they got connected up sevetxd 
months ago uin a special deal 
wilh the loccd cabLs corr^Kxnif 
which ejfectiuely cost them 
peanuts. When they Jtrst tal- 
ked, about it they scdd that 
th^y coiJcf pnobobly offer gen- 
eral internet ooces^s at around 
80p at haur, and ca^tuaRy 
make o-projitfrom tL It has 
£urru*d out houwuer that use 
has been seuereiy restricted, 
so that pupUs can ordy use 
the Iritemet during schi:K3l 
time in cor\nectfon with school 
jjro/ects only in the presence 
of teacher. What a total waste 
of such an important research 
tool! They are many responsi- 
ble chSdren (my son ity^iuded) 
who would love to use the In- 
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temet in their own time, espe- 
cially at low cost, uiho ore 
being denied stuoh use be- 
cause the school can't work, 
out how to use arnd supervise 
the system properiy^ They are 
basically scared st^ that 
pupils wiR use the Internet to 
access poTTwgrc^htc materitd 
and becoiLse they don't know 
how tn control this they ban 
ali pupilSr Not ortiy is that 
copping out jmm taekiing a 
problem^ it is also an ^T^sult to 
the minority of resporxsible 
children who could expand 
their edueatk>n enormously in 
their own time through acces- 
sing in/brrnotfon on subjects 
that they are germtnely in- 
terested in. Maybe one day it 
wiR get sorted, but I must con- 
fess that I hcofe Itttle regard 
for thi? mcyortty of teachers tn 
State schools, utho seem to be 
in^rested In little beyond 
their immediate responsibUl- 
ties. 

As regards James's requests 
you can write to JojTies Ait- 
stin at 19, (^iDe Road, Grove 
Park Estate, Bobbing, Nr. Sit 
ttngboume, Kent MEIO JPJ. 



BIND IT 

Eddie Jones has a couple of 
contaet addresses and an 
idea for a binder you can 
make to hold your copies of 
NAU. 



The following telephone 
numbers may be of use to 
owners of EPSON equipment 
- EPSON OaOO 269622, de- 
partment required is by num- 
ber selection. If you require 
spares or optional add-on 
parts they wlU refer you to 
their distributors. Try also 
Micro Partners (Wembley) on 
0800 253550. ITiey are a 
Mall order company and their 
prices are cheaper than any 
of the Dixon Group ^ 

If you want to have a go at 
making your own binders for 
NAU, purchase an A5 REXEL 
BUDGET Binder No 13428 
for approximately £1 . It Is a 
perfect size and soft, backed 
and It wUl hold 6 issues. Also 
buy a packet of ELAS^nc 
COEiD m /2 mm diameter, 
about 5 metres Jong. It will 
cost you about another £1 
from Haberdashery Shops, 
Salnsbury, Tesco etc. 

Remove the metal sprung 
clip using a pair of pliers that 
win crimp the Inner end of 
the rivet and allow you to 
push it out. The elastic is cut 
into approximately IScm 
lengths but you may like to 
experiment with the length, 
so you can get the tension 
you prefer* At ihc top of the 
spine on the outside make a 
mark 1 5mm from the top and 
diWde the width into seven 
Spaces giving^ marks where 
the S pieces of elastic will be 
glued. Use ISmmof the elas- 



tic unstretchcd to glue here 
and then do the remainder. 
At the bottom end of the 
spine repeat as the top, once 
the top glue has set. You will 
find the binder will bend, but 
when the magazines are fit- 
ted all will be weD. The ex- 
posed glued ends can be oo- 
vered. 1 used sticky tape, 
black at the bottom and red 
at the top. 

If you cannot get the soft 
backed type of binder then 
use the hard backed variety. 
These are wider approximate- 
ly. 45mm more. Somebody 
may have a better idea, if so 
let 3 have it.'' 



OTHER COMPUTERS 

Regular eontriJbutor Kevin 
Cooke has quite a number of 
thSrigs to talk aJbout- "I have 
Just received the latest issue 
of N.A.U. and must say that I 
was most impressed. As 
usual It was fiill of interest- 
ing articles for people of all 
levels of knowledge, making 
an excellent read. 

Vm now attending university 
at Bristol and as auch, I now 
have an e-mail address by 
which other Atari users can 
contact me: KJ -COOKE® WP- 
G.UWE.AC.UK. There Is only 
so much help 1 can give^ peo- 
ple as I don't have my Atari 
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with me in Bristol (for 
reasons outUned In the rest 
of my letter) but I wlU do my 
best to aniswer any questions 
relating to general Atari usc^ 
and am quite wilMng to have 
a chat with anyone^ Please 
add my e-mail address to the 
NAU Internet contact list. 
My time at university also 
gives me free access to the 
Internet so I ivas interested 
to read of your own experi- 
ences with the World Wide 
Web (WWW). I have tried to 
use the WWW tn the past to 
do some serious research for 
University projects, usually 
with limited success. For ex- 
ample, recently I have been 
researching into a phenome- 
non known as 'Sick Building 
Syndrome" [S.B.S.). However, 
when typing ' SBS ' Into the 
search engine, 1 received in- 
formaUan on loads of sub- 
jects not In any way related 
to this phenomena (such as 
the Special Boat Service and 
something about nursing!). 
The stuff that WAS lelevant 
to the subject was mosUy 
Written by eompanled trying 
to sell items to eliminate the 
problem. 

Another danger with the In- 
ternet is taking e\'erythlng 
that you read on it at face 
value. One of the biggest 
problems with the Internet is 
that anyone can create web- 
pagcs with biased, prejudiced 
views and present it as fact. 
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A lot of the so called "facta" 
written by "experts" are ex- 
treriKly ha.vd to verify, with 
pagc^ disappearing from the 
Net as quickly as they 
appeared r I'm also surprised 
at how many people use the 
Internet, considering how 
long it takes to load the pages 
you are looking for. Its little 
surprtsc that it's been dub- 
bed llie World Wide Wa!t"[ 

In issue #S2'a mallbag, Joel 
Gwdwin auggealed that 
other readers may like to 
bear of Atari enthusiasts' ex- 
periences on other oompu- 
tens. Recently, I'^-e been using 
PCs and an Amiga rather a 
lot Here's why: 
I've recently sold my Atari ST 
and used the money to buy 
an Amiga, OK, I hear cries of 
outrage and surprise from 
the Atari communis, but let 
me explain myself I bought 
the ST as a step up from the 
8 -bit for desk'top publishing 
and, alUiough it satisfied me 
at Qrst« I soon became 
annoyed at how the programs 
1 was using kept crashing, 
partly due to bugs In the soft- 
ware but mainly due to my 
machine only having 1 Meg 
and no hard drive. The cure 
was simple - buy more mcm- 
oty and a HD. But at what 
CO st? It turned out that If I 
sold my ST and software (for 
£70}h 1 could buy an Amiga 

1 200 with hard drh'e, 4 megs 
of memory, an extra floppy 
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drive, and loads of software 
for only JSl 00 more. If you 
look at the prices that Atari 
users generally want for 
meraoiy and/or systems with 
hard drives second hand, 
you'll be looking at a lot more 
money than one hundred 
pounds [or at least you would 
have been seven rrunths ago 
when I bought the Amiga). At 
the end of the day, money 
had to talk, and with the col- 
lapse of Atari , T saw Htdc 
loyalty left to a company who 
had shown me none. Andn as 
much as T liked the ST, I have 
to admit that the Amiga Is 
FAR superior. For example, 
filenames arc not Umlted to 8 
characters (in fact they can 
be about 20 characters longji. 
The desktop is nicer to use, 
especially wi th the vailoua 
shatt:warc improvements 
available, and I can't remem- 
ber any software ever having 
crashed (unlike the ST^ 
where even half-meg games 
would crash for no apparent 
reason]. The Joystick/mouse 
ports are in a much easier to 
access position, the keyboard 
feels nicer (I never could get 
used to the ST keyboard!) 
and the serious softwai^ is 
cheaper and still being sup- 
ported/ improved. So Is my 
love affair with Atari over? 
No! My comments may seem 
conLrciversial and Its true, 1 
don't have my S-hlt at univer- 
sity with me {because of 
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space limitations and the fact 
that my Amiga t-an save text 
files straight onto a 3.5" disk 
and load them into a PC, 
which Is essential for my uni- 
versity course) but you Just 
cant beat the old 8-blt for 
easy to use, easy to adapt 
funl I have a feeling I may 
buy an ST again when i hav^e 
more money but for now, I'll 
be using my Amiga and Atari 
S-bit with satisfaction. 

It's interesting to hear peo- 
ple criticise the fl-bit and 
16- bit computers and rave 
about their powerful PCs, 
only to later pivv^ that they 
don't even know how to use a 
fraction of the fianctlons 
available on their PCs, For 
example, a student in my 
class made a big deal of the 
new Pentium computer she 
had bought when she stnrted 
the degree, yet for six months 
when she thought she was 
saving her work onto a blank 
disk, she found she had been 
sailing it to the hard drivel 
Therefore, all the work she 
thought she had saved to one 
floppy disk had actually been 
spread amongst the numer- 
ous computers she had used 
at universftjr, and the one she 
had used at home! 

In another instance, when I 
was doing a giroup project for 
one of my de^e modules, I 
gave one member of the 
group my work on a disk, 
along witli a printed copy, so 



she could paste it together 
with each group member's 
work during the weekend to 
create a finished essay. When 
the girl got home and tried to 
load it into her Pentium, she 
was shocked to find that 
there didn't appear to be any 
fUe on the disk. After panick- 
ing, she ended up typing In 
all of the work from the prin- 
ted copy fabout 5 pages). 
Afler the weekend, she com- 
plained to roe that the disk 
was empty. It turned out that 
her word processor was only 
looking for files with an ex- 
tender of rTXT and because 
my file was saved with a 
.WPF extender. It hadn\ 
showed up on the directory! 
All she had to do was change 
the type of files that would be 
listed in the directory from 
•.TXT to which she didn't 
know haw to do! 

Vm also amazed at the num- 
ber of PC owners who can't 
even copy or format a disk! 
And would you believe that 
you can't swap floppy disks 
whilst using programs in 
Windows {or "Win-doze" as 
it's been called!) because It 
corrupts the data table on 
the disks. eHTcctlvEly losing 
everytliing on the diskl 

I think that these examples 
go to show that It's not just 
the capability of ihc compu- 
ter that is important, but also 
the capability' of tlie userf 

T Interesting comments. 



Keu^n, mhich I think shouj^ 
the difference hetzi^een the 
Computer enthusioLst and the 
oonnfutter user. Those &J us 
U}hs> C£in\e into ixtmputing via 
the Atari gefwrcdly haue a 
greater unders tanding about 
hoLu thirtgs work and sp- wHi 
benefit from using any kind of 
computer^ The va^t mqjority 
of PC users don' t imderskwd 
tn the slighlest what is going 
on which is whif ypu get all 
th^se 'considtants' ripping 
people ifff with training 
schemes and the It is 
unbeliepable the amcunt of 
money that sch£>ols and 
businesses waste because 
the people working there can't 
read a manned. It also asto- 
rdshes me ihat people need to 
go on traminQ courses to leam 
houj to use a computer, ! don't 
mecm how to uirtie ppograms, 
bill Just so that they can leam 
how to press keysl Mow 
many of you reading this had 
to go on a course to leam to 
use the Atari? 



NEVER TOO LATE! 

Paid Herbert starts off by let- 
ting us know that ft is nei^er 
too late to start writing to 
Mailbag: "After nine years of 
reading Page 6/NAU, IVe fin- 
ally gotten off my backside 
and written in! 
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First of all, some Ttansdisk 
problems. Feud and Head 
Over Heels both seem to load 
In one chunk, making it im- 
possible to transfer in stages, 
and the programs are too big 
to hold In my XE's a4k 
capad^ (with Transdlsk 
loaded). Shame, because they 
are two of my fevouritcs, 
especially H/H. Red Max,, on 
the o thcr hand, loads tn 
enough stages to successfully 
transfer to disk (SI 4 sectors! 
PhewI^H but doesn't want to 
load from disk. If s not my 
copy of the game, because 1 
loaded it Irom tape with suc- 
cess (half an hour later 
those were the days), so 
something went wrong in the 
triEinsfer. Is there anyone who 
has Transdlsk-ed these 
games successfully who can 
help? 

Raking through my old tape 
collection I eame across three 
cassettes that 1 had king for- 
gotten about, and I would be 
curious to kn£3(w if anyone 
else has any copies of them. 
Th^ are issues 3, 4 and 5 of 
a cassette -magazine called 
Atari Computing, dated 
1 9fi4, They have various 
games, utilities, and reviews 
(including a review of Blue 
Max when it first came out!} 
on them, plus a three part 
text adventure (written en- 
tirely In Basic) called the 
Keys of Time. If it helps ring 
any bells, the address was 1 
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Golden Squatty London WIR 
3AB (Argus Press Scftware]. 
Does anyone know what hap- 
pened to Argus Press Soft- 
ware? If the copyright status 
pcrmtts {it says (c)APS on the 
tapes} I would be more than 
wtOtng to transfer these onto 
disk and to send them In for 
Bonus Progs or Public Do- 
main - we all know how short 
on these Les Is^ 

On the subject of potential 
Bonus Programs, 1 have a 
book of typc-tn games called 
Games For Vour Atart (Virgin, 
1983), many of which I have 
typed In. Needless to say^ 
some of them are pretty awful 
("Compliment Generator" - 
random phrases to boost 
your e;go!K but there are 
some half decent type -In 
games lurking around, and 
again, copyright permitting, I 
would be happy to send them 
tn and share them with other 
users tr possible. 

Flnal^H 1 discovered the real 
uses of demos. Recently, a 
friend tame mund my house 
and enquired as to the na- 
ture of ray computer, given 
that it clearly wasn't a PC - 
surely they are the orHy types 
of computer in the world?? 
Wrong again. After teUlng 
him that It was an B-bit Atari 
and having received the 
usual stuck-up noises that I 
have come to expect, I asked 
him for a few minutes of his 
time, and loaded up the "Pol- 
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ish Demos 2" disk f#161 in 
the Page 6 PD library if any- 
one's interested). This has a 
collection of demos, but 1 
went straight to the one with 
the animadon of a dancer 
moving to the theme tune 
from Draconus AND two 
simultaneous scroll texts 
(apprt>x:.400k compressed 
onto a standard 130k disk]. 
After be ate his words (reluc- 
tantly), I Informed him that 
tlie processing teehnology 
was older than me (being a 
fledgling 20 years - young for 
a human, but in computer 
terms that's abou t 40 genera- 
tions). Ooaarl They don't 
make computators lolke they 
used tor' 

1 f don't think emyone ever 
read Atari CompuiinS- Paul 
(ap<irt from youl) because we 
hod aJiAl cokmr euivert on the 
hack, qf the card wNch 
C(Ccompaivbed i£su£ J and we 
didn't recetu^ orw single re- 
sponsef After much complaSn- 
tig we actually got our che- 
que for £250 bach imbeo^ 
of tn advertising circles. In 
fact It ums so UTUisualJbr 
anyone to rejuiui adttertising 
money thcd I kept the cheque 
as a souvenir. It Is dated 2nd 
Nauember 1984 and is kept tn 
a little tin olon^ with another 
cJwque that someone once 
sent us for postage, made out 
for just 22 pence! I didn't 
bother tct cash Ul 
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WE NEED 
YOUR 

LETTERS 
ARTICLES 
PROGRAMS 

URGEmr 

PLEIASE 
CONTRIBUTE 
JVOW 

tIt'B your mag after tJl) 



Another decertt locsd of letters 
this issue for wf^h many 
thanks. Keep your letters 
Oomtngt folks, they really do 
mean a lot As always the 
address to wriie to is: 

MAILBAG 
PIEW ATARI USER 
P.O. BOX 54 
STAFFORB 
ST16 IDR 





PROGRAMMING 



BASIC LISTING 
SEARCHER 



John Foskett 
shares one of the 
utilities that help 
him write so many 
great programs 



When writing or mcxltlS^ng a BASIC 
program^ it Is sometimes a neoe^lty 
to find the number ofoccurrencies of 
ecrlaln things within the U&ting. As the Hstlng 
grows, however, the cnbrt needed to search 
the listing also grows and it can become veiy 
time consuming, error prone and very 
tedious. Sometimes a line number is unwit- 
tingly typed wrongly, such as entering Une 
10 15 Instead of 1 105 and as a result, the line 
suddenly vanishes Into thin airl It Is essential 
that such errors are corrected immedtately 
whilst they are fresh in the progranuners 
mind otherwise they could become forgotten 
and maybe even result in bugs. It Is from this 
need that the BASIC LISTING SEARCHER 
was bom. 

The BASIC LISTING SEARCHER is a utility 
program that find every occurrence of a 
specified string of characters no matter where 
they are to be found v/lthln the listing. 



USING THE PROGRAM 

Firstly, the Input file - the BASIC listing to be 
searched - must be saved to disk as an ASCII 
nic. that Is in the LIST format 

When the BASIC LISTING SEARCHER Is 
run, a lined screen is presented with a 
prompt to enter the file name of the Input file* 
The default file name of PROGRAM. LST can 
be entered by simply pressing RETURN and It 
is convenient to LIST the Input flic tn disk 
using the default file name. 

The next step is to enter the string of charac- 
ters at the next prompt using a maximum of 
12 characters* After entering the string of 
characters for the search^ either RETURN is 
pressed to cont^ue or ESCAPE is pressed to 
exlL Upon pressing FtETURN the input file 
will be read from the disk and all lines which 
contain a match with the character string will 
be printed on screen. 

Ail Unes which contain at least one match 
with the character string wUl be printed on 
screen with all the inverse characters they 
may contain being converted to normal. All 
matches with the charaeter string are high- 
lighted In the lines In upper case inverse 
video for clarity. Note that the Input file Is not 
changed in any way by the program, the lines 
are only printed on screen in this way for 
clarity. 

The search may be paused at any time by 
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pressing the SPACE-BAR after which RE- 
TURN may be pressed to oontiTiue or ESCAPE 
maybe pressed to cxtt. 
At the end of the search^ the number of 
times the character atrlng appeared in the 
listing is displayed on. scrEen together with 
the Qumber of lines that the character string 
appeared on. At this point ESCAPE may be 
pressed to e?dt or FIETURN may be pressed to 
list the line nymbcrs upon which the charac- 
ter string appeared after which ESCAPE must 
be pressed to e?dL 



the player Stripe by MOVElng 256 bytes of its 
length into It prior to deHning the cursor 
shape again using MOVE.. 

PRINTING A UNE ON SCREEN 

Prior to printing a line from the input file on 
screen, the display flag at location 766 Is set 
LPOKEd with 1) to enable the ESCAPE^ON- 
TROL characters to be printed on screen 
without the computer acting upon them. After 
printing the line, location 766 Is reset to zero. 



TECHNICAL DETAILS 



ERROR TRAP 

The error trap routine fs responsible for de- 
tecUmg the End Of Pile (EOF} error 136 and 
returning OTntrol back to the main program. 
The error trap routine is limited to Qtify the 
errors associated with reading a disk file. 

DISPLAY LISTS 

The program uses two display lists, a normal 
mode zcm, but lined, screen is used for the 
main display and a special four-line mode 
zero screen is used for displaying disk errors. 
The display Usts are defined together as Sr$ 
and MOVEd into page 6 at address 1536. The 
addiess of the main screen, display list Is 
1536 and the address of the error trap display 
list Is 1 590. 



THE CURSOR 

Tlie program uses player zero as the cursor 
for keyboard entiy and the VBI routine Is 
used to flash its colour between the two pre- 
set values 1144 and 150}. 5T$ loaded with 
zeroes (the heart character) Is used to clear 
14 Pc^ 6 's 



FINDING A MATCH 

Once a line from the input file has been read 
Into LNS. the progmm uses UINSTR (univer- 
sal INSTR) to find all matches with the char- 
acter string. The first UINSTR conunand 
found on line 240 attempts to find the first 
match with the character string and therefore 
determines whether or not a line Is to be 
printed on screen. Onec the first UINSTR 
command has found a matchn the second 
UINSTR command on line 320 attempts to 
find more matches with the cliaracter string. 
Each ttme a match Is foundn the fine number 
is stored in STS for listing If required after the 
search. The line numbers are stored using the 
normkl 2 byte lo/hl method. 

VBI ROUTINE 

A small deferred V13I routine defined as a 
string (VBI$]I Is used to disable aU lower case 
and Inverse characters to ease keyboard 
entry. Because UINSTR Is used to find all 
matches, the status of any letters in the char- 
acter string Is unimportant since UINSTR wUl 
itnd all matches irrespective of case or mode. 
The routine is also responsible for flashing 
the colour of the PMO cursor between two 
preset values (144 and 150), for disabling the 
attract mode and for disabling the CONTROL- 
1 stop- start toggle. 
New Atari User 



PROGRAM BREAKDOWN 



To help study the listings a breakdown of the 
programs procedures^ labels, strings and 
major variables follow, 



BEEP 

CLICK 

CURSOR 



iNff 
INPUT 

IPSUB 

SPACES 

WAIT 



PROCEDURES 

The beep 

The- keyboard click 

Controls the horizontal position of 

the cursor. Used in the INPUT 

procedure 

Initialising rotiiina 

For sntefing data from the 

keyboard 

For printing data an screen. Uied 
in the iNPUT procedure 
Removes any fading and lag- 
ging spaces from 1$ 
Pauses the search 



L$ 
LN$ 

N$ 

ST$ 



T$ 
VBI$ 



Stores data entered from the keyboard 
used In the INPUT procedure 
Defined aB a line 

Stores the tines of BASIC read from 
the input file 

Line number of the current line as a 
string 

Used for loading the display lj$ts into 
page €, for clearing ihe PMG stripe 
and for storing the line numbers of the 
fines which matoh the c^racter string 
The programs title 
The VBI routine 



THE ONE LABEL NAME 

# RE R U N Resets the VBI vector arhd reru r^s 
the pr&gram 



CH$ 



CH1$ 



CUR$ 
F$ 

FN$ 



STRINGS 

The character string entered from the 
keyboard converted Into inverse char- 
acters 

The character string copied from CH$ 
before converting Into inverse As en- 
tered from the keyboard 
Fof defining the cursor 
The file name copied from FN$ but 
with "D" 

The fife name entered from the 
keyboard withoyt "D" 
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MAJOR VARIABLES 

CUR, MAX, POS, PRV, XX and YY - Gerwral 

variabiles used in the IKPUT pfocedure 

FN D{ From UINSTR) - Equals zero if no match is 

found and exits the loop. If greater than zero, a 

first match has been found 

LCH ■ Length of CH$ 

LINES - Number of lines that a matcfr has been 
found on 

LNUI^ - Line number of the current line 
MATCH - Number of matches found wt^tch h- 
cKjdes more than one per line 
PMB - Address of PMG 
ST - Pointer for the next pasition in STI to store 
the next line number upon which a match has 
t>een found 



THE LISTING 

The JiiU Ustii^ can b^Joiuvd on this issue's 
dt^k. If you prefer to type in the li^tii^ ft 
TYPO coded printed listing ts aimilahle on 
request, see inside back cover for details^ 
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ET 
R'bout 

Exrr 



ET5 



The TIPSTER 



As promised last issue we conttnn^ 
James Matthrick's ejq^loratiDn of 
Silicon Dreams with this expose on 
Worm In Paradise. Hope it helps you 
out! 



Firstly, the hint way back in Issue 7 1 Is 
Incorrect - sorry, Steve NJcJdlril Get- 
ting Into the Main City Is easy - there 
l9 a time limit on the simuilatloji game and 30^ 
sooner or later, you will end up in the Main 
Clly, but the simulation Is a good opportunity 
to get points. 

Solution to the simulation 

Get bench, 3, E, -drop bench, g«t on bvnch, gel 
appl«, slanrf up, eai apple, N, get on 

Behemoth, E, S, W, W, g&t scale, W, N, N, H 

... and th^t Ica.v«:s you with 80 points. 
THEN drop visor, E, w«*r vlaor to g^n 
information and a further 40 points. Then 
you can leave the Dream PaJacc. 



BIG MAJOR GLITCH 



If you go to the poUee station and GIVE ME to 
the officer, you will ftnd yourself In Never- 
never land, along with every object and cast 
member. Double whoops, Ijcvel 91 You cannot 
get out of this bug, but should you E^XAM 
ALU you wtU receive a name and description 
of everything. You can also talk to people r and 
tjy objects (e.g. OPEN QOTTLE. PUSH MIR- 
ROR) but If you wake the Behemoth, remem- 
ber there's nowhere to mn to. 




ET ^ i 



R bou^ 

ecrr 



E 
Of 



TO 



IN PARADISE 



R'bout 

Exrr 



I 



PEDWAY TURNSTILE 

I \ 



TRY THIS 

should you get caught by a fuzbot, and get 
fined, you can OOPS as In Return to Eden to 
renew your crcds. It may be worthwhile 
cashing In your aascts at the body bank if 
you're making money. Once you've noted the 
contents of the socialist's wallet, return both 
to the police station for a reward. Cotng to 
work will also earn you money, but you wUl 
have to go through a day's "training" at the job 
centre - a useful tip for beating the curfew 
(you can also use tiie bablhall for this pur- 
po9e» I beliei,T: that the curfcw is an tncetitJve 
for the player to find his habihome). Should 
you take manual work and plug yourself Into 
the walbot, you can gel the valve free from the 
warehouse, but you can still get arrested, 
even If your walbot Is breaking curfeWr Does 
anybody know any other use for the walbot? If 
you take o(!lce work, how do you get down the 
trapdooi? What use are the vldeamn dagget/ 
batpack, pizza, box, pie, plug, plate, flowers 
and newspaper. Arc thfy all red herrings? 
And does anyone know how to get the ticket 
from the travel agent? 1 Ve heard of an alien's 
seat of Power, but I cannot find it, or the 
Invitation to the party. Having gone to the 
socialist's home, [ cannot find a use for that 
either, except that It makes me smeU pretty 
bad, until 1 take a shower. 



PLEASURE — OUTSIDE 
PEDWAY DOME PLEASURE 
R'bout I DOME 



BES 



FOUNTAIN 



PLAZA 



DE 



N 

' of 
R^bouf 



S of R'boul 



Eof 
R'bout 



PEDWAY 



PEDWAY 



Ijr R'DOUT I 

\ . / 1 



w 

of 
R'bout 



E 

of 

R*bour 



s 

of 

R,bCMJt 



PEDWAY 



1/ 



LEFT 

PfDWAV^ MUNiaPAi — " HAND 
R'bout . DRIVE 

\ / 

W ' THEME 
of PARK 
R'bout Rbout 

WORK _ji PLACE 
PLACE ^T~R^boul 




EWG 



CITY 
SQUARE 



BESIDE 
HOSPITAL 

IN K)YER 



t 



I 



PEDWAY MUNICIPAL 
R'bout 



LORY 



BODY 
SANK' 



OPERATION 



ROAO 



— EAiJTHSEA 



FABULOUS 
RIVERBOAT 



£W WEND OF 

GiOftY — FUTUVHOS — GLORY 
(tOAO ROAD 



LITTLE 
HOUSE 
ON PRAIRIE 



LONG& 
WINDING 
ROAD 



COLOURFUL HOTHOUSE CURIOSITY 
SAI^DS I SHOP 

I I I 

EW GATE ANCIENT 

— YELLOW OF LANKHR 

BRICK ROAD IVRIL 



YEARWOOD — DUNCTON 
I WOOD 

WEU. 

OF SOULS 
I 

IN 
I 

INSIDE 
WEU 
OF SOULS 



DREAM 
PARK 



FOUMTAIN 

OF 
PARADISE 



More words 
over here ^ 
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OF 
GAME 



SOUTH OF 
GLOWIhtG 
EXIT 

I 

WORM 
TRACXS 



LOCKED 
DOOR 



BAHERED 
MEADOW 



WEST $m 

OF fiAVINf 



RAVINE 
CCHA5M) 



TO 

FLAT *■ 
ROCK 

TO 
ANCIENT 
GRAVEL 

t 

DEEP 
" SAND 
FURROW 



TOEW 
SAND 
FURROW 

I 

IN A 
THORNBUSH 



PATTERNED 
- ROCK - 



EW 
SAND - 
FUR«OW 

i 

TO 

THORNBUSH 



TO 
BLASTED 
QRAVEL 

t 

PLAIN 

- OF - 
BOr^ES 



to 

DEEP 
FURROW 

t 

FLAT 
■ HOCK ' 



TO 

THORN BUSH 




- DOOM - 
DUNE 

I 

WOI^M 
' BLASTID ■ 
GRAVEL 

i 

TO 
PLAIN 
OF BONES 



ANCIENT TO 
G^!AVEL— PATTERNED 



SCARRED 
- HILL - 



ROCK 



+ 



JUMP takes you to the nearest hub 

SAY HOME takes 

and 1 think that 

SAY EXIT takes you to the EXIT. 

[ found Lcs Williams* system for ETS some- 
what confuaing and inaccurate, but 1 am 
probably biased towards my own syaLcm. To 
use it^ translate the current tHe Into a num- 
ber, and the locatfcm tile Into a number, [f the 
kicatlon number Js larger, move W, If It Is 
smaller, move JE. Always Ignore the first col- 
our In the address, and aim to make up the 
difference by moving In the ring with the 
nearest loundcd down number to the dUTer- 
cnce. Examples are as follows: 



SIMULATION 



HW - 
CORNER 
I 

BETWEEN 



TIDY FRAGRANT 
, ALPINE — CORfJER 
GARDEN I 

I I 



^ "neat" C°PP'8) 

FtOWERSEDS ^^^{^^^" 

I I 
WINDING 
GARDEN 
PATH 



LOCKED 
_ WALL 
DOOR 

I 

FRAGRANT BENEATH 
FORKI "SREENWOOD 
LAWN TREES 



White 


1 


Walkway 


1 


Grey 


2 


Outer #1 


3 


Violet 


3 


Outer #2 


8 


Blue 


4 


ET#1 


27 


Green 


5 


ET#2 


ei 


Yellow 


6 


Central #1 


243 


Orange 


7 


Gentraf #2 


729 


Red 


8 


ET#1 


6561 


Brown 


9 


ET#2 


1 9683 


BlacklO/0 




Inner #1 


59049 






Inner *2 


177147 






By Hub 


531441 
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If you were at 
Black Grey Brown Green Orange Green Grey 
or 295752 
and wanted to get to 

Black Red Grey Orange White Brown Violet 
or 827193 

you want to mflve tn a westerly direction for 
the dJffereTiot of 53 1 44 1 [8271 93-2:95752 ^ 
531441] 

and then go to the walkway and S to enter 
the destinatEon. 

Tf you were at (decoded) 625342 and wanted 
to get to the exit (not SAYlng EXTIl location 0, 
you should start at the Hub and: 
go E once (625342-531441 = 93901] and move 
Sj S to diie Inner ring # 1 and 
Page ^'s JVieuj Alaii User 



PLEASURE DOME 



TEMPU 
NS 

CORfitDOR 



MUSEUM 
(Inflakable 

KInn} 

EMPTY 
ZOO ^ 



HABIHALL 
(couch) — 




TURNSTIlf 
(9 cr»ds) 



OUTSIDE 
DOME 



PLASTIC 
TUNNEL— ^ 



f4$ 

CORRIDOR 



NS 

CORRIDOR 



NS 

CORRIDOR 



TO 

OQAGONAL 
ROOM 



PET SHOP 
"Cdagget- 
900 creds) 

REFRESHhffiNI 
— KIOSK 
(poiQ -j)' crads) 



go E once (93901 -59049 = 34852| then 

move S to the ET ring #2 and 

go E once [34B52-19383 = 1S169) then 

move S to the ET ring # 1 and 

go E twice {15169 6561-6561 = 2047) 

then move S, S to the Central rtng #2 

and 

go E twice [2047-729-729 =^9) then go 
S and 

go E twice (589- 243-243 = 103) then S to 
ETring #£and 

go E once (103-81 = 22} then go S, S tq 
the Outer ring #2 and 
go E twice (22-8-8 = 6) then go S and 
go E twice (6-3-3 0) then go to the 
hallway and go S to exit the KTS 

Remember to gain access to your or the 
socialist s hablhome you wlU need the 
relevant brooch /badge. This system Is 
very similar to Mr. Wjllfams' but 1 sup- 
pose tJiat everyone has their own slight- 
ly different system of using the ETS. 
My only problem Is that I don't kjiow 
what I'm. supposed to do, apart from 
getting mon^ and position. 



TO 

PLASTIC 
TUNNEL 



GARDEN 
ALCOVE 
Ci4mulcitk}fi 
40 polnit} 



GLORY 
ROAD 



\ 



/ 



FOftEST 
ALCOVE 
(Eden wtkdiile) 



OaAGONAi 



TUNNEL 

ALCOVE 
(ore knighh) 



ROOM 



DESOLATE 
ALCOVE 
(earth) 



DESOLATE 
ALCOVE 

tspac« hvaden] 



OVER TO YOU! 



Now It's your turn to help your fellow 
gamesters out. If you can shed light on 
any game like this send us tn your 

solutions (with maps or 
diagrams if you can) 



FTRAMID 

(40 pOlnIS) I'^^ aUARANTEE 

that It will be In a future 
nPSTER colurant 
As always send your stuff to- 
THE TIPSTER 
NEW ATARI USER 
P.O, BOX 54 
STAFFORD 
ST 16 IDR 



Pc^e 6's New Atari User 



19 



PROGRAMMING 




Joel Goodwin 
concludes his 
series for the 
more advanced 
programmer 

3. Coup de Grace 

Object-Oriented Prograramtng {OOP) became 
the New Big Thing in the mid 80s. Everybody 
had to have a piece of the action - suddenly, it 
was the obvl^jus answer to every pmblemL But 
as with any new phenomenon driven by hypc^ 
It became misunderstood which in turn 
meant that It became rnisuaed, Stories of pro- 
jects becoming unnece5?5aTiiy over-compli- 
cated and programs ninnlng at a snail's pace 
started to circulate. The trouble with OOP 
was that It was not soniethlng that could be 
leaml quickly. People tried to run before they 
couid walk and stumbled; some blamed the 
new programming Tad" as no more than some 
computer scientists' idea of a Udy program. 
My own experience vertfles this as the 

ao Page 6's Ni 




mathematical community re^sponded to OOP 
in this way. For nmny years, the principal 
programming language for mathematicians 
has been Fortran, which is a procedural lan- 
guage. Because of the long history between 
mathematfcfans and Fortran . many software 
libraries of useful mathematical subroutines 
exist So when OOP came on the scene there 
was a distinct Lack of interest. Fortmn was 
tried and tested, comfortable and the subject 
of recent revisions- What more could you 
want? The language that was being pushed 
by industry, C++, lacked extensii.'e mathema- 
tical libraries and few had positii^'e experi- 
ences with it. The horror stories of the 
hideous "bureaucratic"* overheads imposed on 
C++ programs made the choice clear - it was 
far simpler to leave weU alone. 

Having said all this^ there is now a growing 
momentum in mathematics towards an OOP 
approach r Mathematiciaris desire software 
libraries and if there's one thing that OOP is 
good at, then it is the reuse of software. There 
la still some vray to go. though. I attended a 
day of talks at Oxford University » some time 
in 1&&G, on the subject of mathematical prog- 
ramming. One of the issues being discussed 
was which was better for mathematics - a 
procedural approach or an object-oriented 
approach? During the Journey home I chatted 
to a lecturer about the Fortran versus C++ 
debate- He said it was about which was best - 
truth or beauty? And truth, he added ^ won. 

\} Atari User 



This was rather depressing because it n^ant 
that OOP was still being perceived as a way to 
make the pmgram code look elegant and llttie 
else. 

ObJect-orientatlon is not about "objet d'art", 
it is about confronting complexity and saving 
time. Elegance of code is, of course, a part of 
this; a well-structured program is far easier tn 
reuse and dissect Today OOP is considered 
to be essential by many programmers, With- 
out hesitation I count myself amongst them. 



TAKING FLAK 

Last issue ^ we looked at a class support 
mechanism for machine language program- 
mcrs lucky enough to own a copy of MAC/65. 
We then constructed the Fl^AK class, an ob- 
ject of which represents a moving graphics 
mode 0 character. An object holds the foDcw- 
ing pieces of public data: 

XPOS - Horizontal position on screen 

YPOS - Vertical position on screen 

DIR - Direction of movement 

CHAR - Character to use when plotting 

SPEED - Speed of movement 

In the above, DIR can take values from 0 to 
7, representing north, north-east, east, etc. 
The value of 255 means the object is station- 
ary. The pubhe subroutines are; 

INIT - Initialise object data 

PLOT - Plot object on screen: 

ERASE - Erase object from screen 

MOVE ' Process object movement 

An object's position will only advance after 
several MOVE caUs; this is done so that dtffe- 
rent objects move at different speeds. The 
exception to this Is if the SPEED is set to zero 
where the objects position wlU be altered on 
e^Tiy MOVE calL 



Recall that the FLAK class file made two 
demands on the main programs the label 
ZPFLAK must be given the address of a zero 
page vector which can be used by the FLAK 
class subroutines, and the zero page locations 
SS and fl9 must hold the screen memory 
address. 



DEMONSTRATION 
TIME 

As promised last Issue^ we are gotng Id look 
at a demonstmtion of the FLAK class. The 
beauty of object-orientadon Is that code de- 
veloped for a class Is valid for as many dis- 
tinct objects of that class as we have memoiy 
for. The whole point of classes Is to isolate 
structure from a particular Implementation, 
to enable reuse of that structure. 3q to de- 
monstrate the distinct reduction of complex- 
ily that OOP achieves, the demo program will 
manage 120 different FLAK objects at once. 
Listing 1 Is the MAC/6B listing of the demon- 
stration. Listing 2 (on this issue's disk) Is a 
BASIC listing which will create an execuiahlc 
disk file of the demo program (use I>OS option 

L to load FLAKDEMO.OBJ). 

The MAC/65 code is not difficult to follow, 
Flrat* the program CTCatea a blank gt^phlcs 
mode 0 display by using S;, the screen hand- 
ler. The cursor is erased and the colours are 
setr 

Then the program deals with initialising 
each object. E>ach object Is ^ven a random 
direction and speed and is represented by an 
inverse chsu^acter. Each object is also given a 
random position to start from. 

Finally, the program deals with pmcesslng 
the movement of each object, which just in- 
volves JSR ERASE, JSR MOVE and JSR 
PLOT. There is some baggage associated With 
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.OPT NO ysT 

i 

I DamonBtraNan of FLAK clan 
; by Jo«l Goodwin 11-1-97 

^000 

OBJECT - see 

JHCLUDE #D:OBJECTS.Me5 
ZPFLAK = «CO 

.INCLUDE #D:FLAK.M65 



; Latwl* 

RTCLOKs 20 

ICCOM = 834 

IC8AL = S3e 

ICAX1 ^ 942 

RNO s 53770 

CJOV = $E45S 

; Program pammalstai 



TOTAL 
TEMPO 



120 
2S4 



I Bteck of FLAK objects 
BLOCK CLASS 
Mlsc»llah#oua data 



NUM 
GHAND 



BYTE 
.BYTE "S"^ 



;Cloclc l« byt« 



;nD. of FLAKs 
;Sp»d of p^'og. 



FLAKJOTAL 



; Block indon 
;Usad for lOCB 6 



AMD #$3F 

OR A #$80 

OPUT CHAR 

LDA RND 

OPUT SPEED 

LDA RND 

AND #*07 

OPUT DIR 
ST1 LDA RND 

AND #$3F 

CMP #40 

ECS ST1 

OPUT XP03 
ST2 LDA RND 

AND #$1F 

CMP #24 

ECS ST2 

OPUT YP03 

JSR PLOT 

JSR NE)CT7LAK 

BNE STO 
; * Walt tor VB bmtom moving 



;127<CHAR<192 



;SPEED random 
;DIR random 0*7 

;XPOS rand. 0-39 

;YpaS rand. 0-23 
;naxt FLAK obj. 



WAFT 



LDA 
BNE 
STA 
LDA 

STA 



RTCLOK 

WAIT 

77 

#TEMPO 
RTCLOK 



Procwft bflock objects 



;ls 1 VB ovvT? 

;K[lt altract 
;Star1 limar for 
;n«Ht slap 



PROCESS 



^ Main program 

■ 

Inltlalf9« display 



JSR 
JSR 
JSR 
JSR 
JSR 
BNE 
BEQ 



FIRSTFLAK 

ERASE 

MOVE 

PLOT 

NEXTFLAK 

PROCESS 

WAIT 



;flnl»h»d block 



FiRSTFLAK subrouUna 



START LOX 


#*eo 




Sat OBJECT to start ol block 


LDA 


#12 






STA 


ICCOM ,X 


FIRSTFLAK LDA #'c:BLOCK 


JSR 


ClOV 


;CLOSE #6 


STA OBJECT 


LDX 


#$fiO 


LDA #>BLOCK 


LDA 


#3 




STA OBJECT+1 


STA 


ICCOM ,X 




LDA #TOTAL 


LDA 


# <SHAND 




STA NUM 


STA 


ICBAL.X 




BTS 


LDA 


«>SHAND 






STA 


iCBAL+1,X 




NEXTFLAK aubroutlna 


LDA 


#0 




Mov* 10 naxt object Jn block 


STA 


ICAXI^ 


j> 


JSR 


ClOV 


;GRAPHIC3 0 i 


NEXTFLAK CLC 


LPA 


#2 


LDA OBJECT 


STA 


710 




ADC #FLAK 


LDA 


#48 




STA OBJECT 


STA 


712 


iColours 


LDA OBJECT+1 


LDV 


#2 




ADC #0 


LDA 


#0 




STA OBJECT+1 


STA 


f8e>,Y 


;Era8a cursor 


DEC NUM 


: * Inltlaliso block 




RTS 


LDA 


#TEMPO 






STA 


RTCLOK 




; RUN addrasa 


JSR 


FIRSTFI-AK 






STO JSR 


INIT 




*= $«2E0 


LDA 


NUM 




.WORD START 
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ru niiiing through a block of FLAK objects (see 
the FIRSTFLAK and NEXTFLAK subroutines), 
but this js superfluous to the core of the 
demo which is the FLAK class itself, 

The program monitors the timing of the 
movement loop tarcfully. It Is possible that 
one cycle of movement wUl be quicker than 
the nextn because many objects may not have 
physically movied at all. So after the FLAK 
object movements have finished, the program 
will Walt to make sure each cycle takes exact- 
ly the same time. U uses the sscro page timer 
RTCLOK (locations 18, 19, 20] to make sure 
the duration of each movement cycle Is the 
same. Another reason for waiting after each 
cycle l9 that It Is possible that certain cycles 
may be so quick that several cycles wUl have 
been processed before the display has had 
time to show one of them. The 6502 piocessor 
can get through plenty of machine language 
before the end of a single TV frame ; by forcing 
the length of a cy-clc to be at least one frajne, 
each cycle is always visible. 

There are two parameters which can be al- 
tered to affect the program behaviour. Tbe 
ftrst pammeter^ TEMPO, governs the duration 
of the nioviement {^cles. It can vaiy from 0 to 
255. The program, as g^vcn tn listing i, does 
not use the fastest TEMPO value because the 
work Involved In some cycles exceeds that 
aUowed by TEMPO=255; the result of using a 
excessive TEMPO value is frequent pausing In 
the motion. The second parameter, TOTAL, is 
the number of FI.AK objects to be managed. 
The program is designed to handle up to 256. 
but It could be easily modlfiaJ to cope with 
more than this. Of course, the higher TOTAL 
becomes, the lower TEMPO must be. 

Consider how you might have handled writ- 
ing a program designed to throw 120 charac- 
ters around the screen, eacJi in different 
directions with different speeds. It is common, 
Jn such a situation, to define arrays for each 



piece of data. The difference here was that we 
arranged the data Into groups which belonged 
to the same ITLAK object rather than^ for ex- 
ample, separate speed and position arrays. 
Although the array appmach has optimisa' 
tlon aspects to vouch for it. the class 
approach is quicker, simpler and easier to 
debug (trust me on this last one}. Please bear 
in mind, however, that the class could have 
been made faster, wittiout breaking an OOP 
approach, by some restnJicturlng of the sub- 
routines. This has not been done as tt would 
have made the class more complicated than 
was necessary for the purpose of these 
arUcks. 

The OOP approach is not Just better because 
of the dcv'clopment speed, thoug^h. We could: 
take the Fl^t class and apply It In a dllierent 
program If we wanted, wltJi no hassle at all. 
But what do we do If we wanted to extend the 
class? 

INHERITANCE 
IN MAC/65 

Primitive Inheritance can be achieved in 
MAC/6& with little effort. To derive a new 
class DERIVED from another class ORIGINAL 
then we need to use a special Instruction after 
the NEWCIJ\SS declamtlon. The (Irst line of 
our class deOnltlon must read XLASS 
OKGINAL": 

NEWCUSS 

CLASS ORIGINAL ;lnh«rit fnini ORIGINAL 
DATA! eVTE 
DATA2 DBTTE 

DERIVED ENDCLASS 

Recall what inheritance means. The DE- 
y Atari User 23 



RIVED class wHl contain all the data that was 
tn ORlGiNAL and aE of ORIGINAL s sub- 
routines will work on DERIVED I 
A sptctfic exam^k might be trtort inatnic- 
tivpt Consider the PTjAX class created last 
issue. We want to use the class for a gamen 
where each FLAK object is a target which is 
worth some point* when hit. We decide that it 
would be better to add the public data mem- 
ber SCORE to the FLAK class to facilitate this. 
Conventional programming would have us go 
back to the FLAK claas file and "hack" tn the 
SCORE member. OOP suggests we Inherit a 
new class from the old using inheritancet as 
Ibllows. 

NEWCUSS 

CLASS FLAK ;lntwril from FLAK 
SCORE BYTE ;New SCORE membBr 

OAMEFUK EN0CLA3S 

oar g)ame would then use the GAMEFLAK 
class throughout. We would need to .IN- 
CLUDE the appropriate flics, of course - both 
the FLAK and GAMEFLAK class files are re- 
quired and must be JNCLUDEM In that order. 
This example may appear trivial but this Is 
only scratching the surface. Inheritance can 
permit many more additions than Just a 
SCORE, The derived class can alsp have Its 
own subroutines, public and prf\'ate. 

Now would be the time to point out limita- 
tions in this approach. MAC/65 cannot sup- 
port ''multiple" Inheritance - the ability to de- 
rive a class from two different classes slniul- 
taneously. The following would NOT work: 



NEWCLA5S 
CUSS MAN 
CLASS WOMAN 

CHILD ENt>CUSS 



^inherits from MAN 
iDo$i NOT ui^ril from 
WOMAN 



What you could do to bypass this problem Is 
Inherit from one class and then nest an object 



from the other class as a data member, Le. 
NEWCUSS 

CLASS MAN ;lnh«rit from MAN 
MOTHEH CLASS WOMAN ;MOTHER data member 
CHILD ENDCLASS 

The CHILD class only truly Inherits from one 
class. The members of MOTHER need to be 
accessed Indirectly. Supposing JOHN Is a 
CHILD object, then references to the encapsu- 
lated MOTHER object must be made In a 
JOHN+MOTHER+<woman Tnembcr> style. 
SlmilarlyH WOMAN subroutines cannot be 
used on JOHN^ they must be used specifically 
on JOHN'S MOTHER object. This appears to 
disturb the symmetry in the CHILD example 
and It would probably be better not to Inherit 
from the MAN class after all; nesting it as an 
object called FATHER makes more senae. The 
idea of nesting objects within objects is not 
necessarily bad. If we go back to our trust- 
worthy POSITION class then we could define 
a POLYLINE class containing several POSI- 
TION objects from which a line can be de- 
scribed. To Inherit POLYUNE from POSITION 
makes no sense. 

Another drawback in MAC/65 Inheritance 
concerns the private members of the original 
class. When deriving a new class, the new 
class unforiunately cannot access any of the 
private members from the original class. The 
.LOCAL shield around the original class flie 
renders the private data and subroutines In^ 
visible to the code in the derived class file. 
There Is no way of negotiating this satisfac- 
torily. 

You may be interested In learning how in- 
heritance works in MAC/65. Consider nesting, 
an object of one class as the first member In 
the definition of a new class. The data mem- 
bers of the old class are Indexed by their 
labels, e.g. the first member corresponds to 
the first byte, the second member, perhaps, to 



24 



Page 6's New Atizri User 



the third byte and so on. Because this class is which holds a subroutine address. Instead of 



nested right at the start of the new class then 
all these Indices remain EXACTLY THE SAME 
for the new class. That is^ the first member of 
the old class corresponds to the first Ijyte in 
the new class^ the second member to the 
third byte and so on a^aln. Therefore, we 
need not treat these d ata members as If be - 
longing to the old class; we can pretend that 
they were part of the new class all along. The 
Inheritance falls out naturally. 



POLYMORPHISM 
m MAC/65? 

Polymorphism is a lovely idea but can we 
mimic it using MAC/65? No. Polymorphism ^ 
for our puqsoses, means that classes derived 
from a common class can Inherit a sub- 
routine call, but replace the actual sub- 
routine. 

Suppose we derived two dtfierent classes 
fmm the FLAK class: DEADFLAK and LfVEF- 
LAK. The DEADFLAK objects do not mm^e and 
the LIVEFLAK objects move changing their 
direction frequently. Polymorphism would 
allow us to Implement new MOVE sub- 
routines for both DEADl'LAK and LIVEFIAK 
which would mean the main program would 
never have to deteimJne whether it was deal- 
ing with a DEADFLAK or LIVEFIAK object. All 
the program would need would be JSR MOVE 
and the correct subroutine would be called 
automatically. No^ we cannot do this. This Is 
not so bad because polymorphism, in some 
OOP languages, must be pre-planned. That 
IS. we should have declared the FLAK class 
subroutine MOVE as a candidate for polymor- 
phism from the outscL 

What we can do is create a data member 



a set MOVE subroutine, we have a MOVE 
data member: 



MOVE 
FLAK 



f^EWCUSS 

DBYTE 
ENDCLASS 



The msln program would not use JSR 
MOVE; it would have to pull out the two 
MOVE bytes and create the correct JSR In- 
struction while running. A macro could be 
ciuated to do this, call it PJSR, so the main 
program could simp^ state PJSR MOVE. 

Note that the MOVE subroutine can be difle- 
fent for two objects of the same class. If this 
was true polymorphism, then MOVE would 
only be different for objects of dtfTerent clas- 
ses. But then agiain, you can't have eveiy- 
thing. 

That now wraps up eveiythtng I wanted to 
say about using classes in MAC/ 65 projects. 
So where do we go from here? What do we do 
with this new polsntial? 



POTENTIAL 



Many program aspects lend themselves very 
well to OOP methods. When 1 wrote Motiva- 
tion (NAU Issue 78], I had object-orientation 
In mind even though OE3JECTS.M65 hadnt 
been developed then; player-missile graphics 
are ideal for applying OOP ideas to. U>ok at 
the structure that the Basic programmer 
sees. Each player has several inputs- IM- 
AGEADR. HPOS, VPOS, SIZE and COLOUR 
Many of the untidy aspects of PMG aie re- 
moved and encapsulated in the VBI. It even 
destroys the identity of each tnlssUe, coalesc- 
ing them Into an independent player almost 
seamlessly. IVtvate data^ belonging to each 
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player l3 hidden from the user Modvatton 
secretly records the vertlcaJ postdDit and 
Image length used by the last VBL This is 
what OOP l9 all aboat. Wc cannot sec any of 
the machlneiy and we ne^'er need to^ Motiva- 
tion, of coursCn is not perfect aa I stated In the 
accompajiytng article. There Is plenty of scope 
for improvement to strengthen the object- 
orlernticd aapccts. 

A project which cries out for an OOP 
approach is a windows graphical- Interface 
system. Each window is pcrcch'^cd as inde- 
pendent entity; why not develop a windows 
program in the same way by using OOP? 
Think of what data ajid subroutines should 
be attached to a WINDOW object Are there 
different types of windows? Would Inheritance 
play a part? How can we involve a "pointer" to 
Interlaoe with a window? And so on, 

One problem IVe faced when doing extensive 
machine language work is that when ^:aphlc- 
a3 changes arc issued they can sometimes 
end up out of sync. Suppose I wantesd to 
change the entire screen display; all of the 
player-mlssilc graphics must changCH a diffe- 
rent display list will be selected and new dis- 
play-list Interrupts will be Invoked. If I simply 
programmed up these changes one after 
another then it Is likely that there will be a 
brief Hash of chaos as some of these changes 
become visible before all of the changes have 
been finished. The easy way out is to turn 
ANTIC off with the POKE 559,0 trick, do all 
the changes, then turn it back on. This wo rks 
but cannot give the Impression of shlftirvg 
from one situation to another continuously. 
The brief black screen is a pause In flow. I've 
always wanted to be able to chanj^c the entire 
screen display without such an interruption. 
AU of the changes can be delegated to the VBT 
to accomplish this, but it gets very compM- 
catcdn very quickly. OOP helps because by 
constructing a SCFIEEN class consisting of all 



the important screen data^ the Information Is 
centralised and the situation is controlled. 
We have examined Just three situations 
where OOP can help. There are many, maoy 
more. Some of these are not obvious but all 
ate effective in reducing complexity and im- 
proving reusability. 



CODA 



It has been a long haul, but it is QnaUy time 
to conclude our discussion of OOP. The aim 
of Objet D"Art was to confer some new prog- 
mmmlng ideas to the reader and to demons- 
trate their benefits. This is not easy to do in 
Just three articles. The principles of object- 
orlentatlon have been explored far more thor- 
oughly elsewhere; what you have read here is 
merely a gross simpUAcation of OOF. There 
arc plenty of books on the subject, but sadly T 
have found maniji' of them Inaccessible to the 
casual programmer. Most are aimed at the 
those fluent In modem pragrammlng termi- 
nology and normally experienced tn the lan- 
guage C. 

Nevertheless, I hope | have stimulated your 
interest in something different. We have to 
remain awai^ of what is going on around us 
as the world moves on and there ts always 
more to learn. Just as object-orientation has 
been established as the be-all and end-all, its 
flaws are already being e?camlned, OOP Is not 
the "ultimate" approach, it is Just the latest 
one+ New buiKjwords are invented every day - 
for example, have you ever heard of polytypic 
prm^rammlng? Whd knows what the next re- 
volution is or what it wiU bring? We must aU 
keep our eyes open and be prepared to accept 
new Ideas - otherwise we wUl quickly become 
nothing more than a coUecdon of interesting 
antiques. • 
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PROGRAMMING 



HAPPY TYPER 



Dennis Fogerty 
revives one of his 
favourite programs 
from Monitor 
magazine 



Long ago when i did a lot of program- 
ming and typing of listings on my XL 1 
found this program a godsend. Today ^ 
hopefully, others will find it helpful too. All 
credit must go to Ste^^e Hillen, (where are you 
now?), and 1 hope he won't object to my repro- 
ducing his article here verbatim. 

INTRODUCTION 

The Happy Typer is a utility for use with 
Atari Basic. It will give you automatic intelli- 
gent line -numbering and 10 extra keys which 
you can redefine to print out keywords^ thus 
speeding up your typing. Unlike many aubo 
line numbering facilities, this one allou-s the 
full use of the Atari screen editor, so you can 
adjust lines while stiU in the auto mode. The 
redefined keys are accessed by pressing the 
SHIFT and COffmOL keys simultaneously 
with a number key. These keys are not used 
by Basic or tlie operating systemu so you can 
still type in all those control characlerSr 



by Steve Hillen 



MAKmGABOOTDISK 



For a disk system, type in the listing and 
save it Type RUN and the program wiU check 
your typing and ensure that the data ts cor- 
recL Retype those Unes that produce an error. 
Once it is ready the program wiU ask you to 
Insert a disk with DOS on it. The program will 
then save out an Autorun.sys fUe onto the 
disk. Don't change the filename - Happy 
Typer wlll only work as an AutDrun.sys file. 
The next time you boot this disk with Basic, 
Happy Typer will be ready for use. 

USING HAPPY TYPER 

THE AUTO UNE NUMBERING 

Every time you tap the TAB key after a RE- 
TURN, a new line number will be printed* Tf 
you type on the TAB key and the last key 
pressed was not a RETURN then the TAB will 
be performed as normal. This is better illus- 
trated by example. 

Directly after power -up, press the TAB key - 
the first line number wlU be printed. Type 
?"heDo^' then RETURN then TAB- The next 
line number will appear. Play around and get 
used to using ttie TAB key after a RETURN, [f 
you type In a few lines of Basic, then list 
them, then press RETURN and TAB, the next 
line number after the last Une of your prog- 
ram is printed. Also, if you use tlie cursor 
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El 1 REH HHHinoHHnHeoiiESHei 

D; 2 REH )S FWPPY TYPEfi QISK UERSION) !( 
NP 3 REM J m STEVE HiLLEN S 

EM Rffl I mim moAziNE. issue ? I 

EH 5 REM KI3f)E3(;EK)()(H9£)E)^%H£l^a(IH!l[I][$]fn 
m !! DATA e, l,2,3|4f5,d,7|8,9|9,«, e,t|i, 

m 15 Dm DAT*(9I),HEX(22) 

GZ 21 m X=B TO 22: READ D!HExa>=D:NCa 

X:LINE=99li RESTORE ISSBiTWiP 68:? "Che 

clfing data':? 
LI 25 L1NE=LINE+I«j? CHR*(28) i'LiTie;'';LIN 

E:READ DATS: IF LEN(MTt)(>9S THEN IIB 
UD 26 DATLM=PEEK( 183) 4?EEK( 184)^216: IF 

DATLiNEOLlNE THEN ? 'Line :'|LINEi' ei 

issingi' lEND 
LU 3fi FOR X=l TG B9 ST£? 2:DMSC(I]iATlCXj 

X) ) -48 i02^SC(DAT*(X+ 1 ,X+ 1) ) -48 : BTTE^K 

EX(DlJniS+HEX(D23 
JH 35 IF PASS=2 THEN PUT lljBYTEjNEn XlR 

m CKKStf1:60T0 25 
BL 48 TffTAL=T™+Dl+D2+?fi:JF imi)999 T 

HEN T0TAL=TOTALM88e 
CE 45 NEXT XjREAD CHKSlHilF TffTAL=CHKSUri 

THEN 25 
ME 58 GOTO 118 

PE IF PEEK(195)<}i THEN 118 

IL 65 IF PASS=2 TWEN PiJT B1,224jPUT il,2: 

PLfT il,22S!PlF tl,2iPUT Hl,7B;PiJT 11,3 

4:CL0SE mi 'OciJif it." SEND 
JK 78 ? "Insert diiK with DCS. Press <rtt 

Ltrn>.'|!DIM iMJd^ilNPUT MjOPEN il,8 

i8,'DjAI|T0RUH.SYS' 
HH n PUT #l,255sPUr «l,255iPtrT *fIj8iPllT 

tl,31ifiJT II,17i:PUT 11,34 

m ? "tenting file";' :? :PAES=2rLJNE 

=99fi:fi£STDRE ie88;TRAP 68 [GOTO 25 
A2 118 ? "Bad data on 1 irte:' ;LJNE:LIST Li 

NE;? TOTAL: END 
FC 1888 DATA 28FFFFDeA94E0D£7t2A^?22BD£SI2 

A29fll01AB3Ee£B£eC945D8F6BD13e335CBBD19 



8 385CCA91B9DlSeW229D 19,243 

W IHB mp\ 93A&IFBICB9?ie22a8!9FSADlF22 
18698 lfiD582SAD2822d98*aD5 12BA9288D2822 
iS^94£gDlF22AD2122tB6981BD,232 

XY 1829 DATA 8D2lAD2222^9IBflD8E2178AD8882 
eDA51FflDB992BM6IFA91F8D8982A97E8DB8fl2 
58 18667808^489848^01 022,31? 

AK 1B3B DrtTA AD&902S01822A29?DD442ZFJ13tA 
18F8C92CDfl84Ce8CFe2B;i&A0dM584CFFFFBD 
6421F8[B3Dd32MIA8AeA8A,58l 

XP 1148 DATA MEd22lBDiE2t2t1C2lAE622lE8 
CE6321DeEE4C9FIFA2FFE8BDeE22C93iFiFe8E 
192221 B€21EE1922AE19!20D,7fl7 

EP 1858 DATA 9E22E9059eF8A92]3DFC82iBA868 
^W6fl5e4SA2FFE8385d0f)aiB5C92tF8F6C938F6 
F2?84?C93AB043E8A8ee?98E,033 

XK im DATA 22BD8885297FC93a988CC9^BB88 
E8C8C8859BEAFSt4A2e4B98E229DB£22CA88l8 
FfiA93l90aE22CA18FAlW2H,926 

CD 1878 DATA BD13227DeE22C?3A9l&3E98A389D 
»E22CAIflED6fl2flFFFFflflC99BDa3B6fi48984378 
28F31F5S^2BeBE4322A888B9,3l 

GB im DATA eB85DD2B22Di0B£eCBCee398F2Be 
lDC8E8Cee3DeFA££4322E8859BElA9FFBDlA22 
(5aAeiBAiiri99BEElA222B6§AC,229 

RO 1898 DATA lA2^99e9?88858De»B^£4322eD 
3322eDD62aBD31228DD72l2BD52IA2888ElA22 
981AA9899D42B3a£49ei^97F,251 

SK llBi MA 9D48e3A9229D45i:3A9359D448328 
56E44C4DA84CFFFFAeFFC8B93485C991FI&BC9 
3&9i04C93A9BFej3BeiEa93B,393 

AB 1118 DATA F AA2B4B984e 5298 F9D 1322 CABBiS 
F4£ft 0 1 30 SSA9ee9D 1322CA 1 BFA I B6e2eFFFF68 
A884B98885C93a9»46C9GAB8,427 

IB 1120 DATA 423SE?3e438A0ABA9^W^998BD61 
21C8B98e95C?9B0»if68fWA9e99D642lFft2lCG 
E90305C?9EF8119C6l21E8E£,343 

DU 1138 DATA 61 2 lAfi4I21C9189iEAC£6! 2 168AA 
AD6 12 19D642 1 18683368^ IBS0 0 e8«i8888888 
88B88889BB8BBmeS8888i8|2l5 



m^K = INVERSE CHARACTERS ■ ( J s CONTROL + CHARACTER ■ < > = tHVEftSE CONTROL + CHARACTER 
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k<ya to move to another Hue, and press RE- 
TURN on that, then the nest auto line wlU be 
that plus 10, 

This Tiiethod of suto line numbering remem- 
bers the last line you typed, and gives you the 
nc3ct one If selected with the TAB key. 

Finally, to change the Increment of d^e auto 
line nimibering, just type: INC nn where nn Is 
any number you like, e,g. INC 2000 wUl give 
Une numbers 2000 apart, TNC } wtll gtvc 
numbers one apart 

THE REDEFINED KEYS 

The keys tliat can be redefined are the tow of 
10 number^ acmsa the top of the keyboard. 
To redefine a key typeiDEF I 7 hello". 

Every time you type SHIFT CONTROL 1 
almtiltaneoualy. 7"hello'' will be printed. 
Another ejeampie: DEF 8 POKE. Now a shlft- 



T?1 1148 DATA 88e88e8888888BBtlBiMii«888i 
888aB§e»00000000S0«8e88888888888BeBaSB 
008888888888688888390008,535 

NH IL^ DATA M«88888e888883998899900fl8«l 



9l»BB0e0ill«888888899988,B55 
TH 1168 DATA 889910099900^888888888888888 



8888e8889eeB94ftltm8l88 ^ 175 
5Q 117B DATA 888888888888889a90ifi0g888888 
88888838383831301900000188818888888888 

uummmmmmni^ii 

AF 1189 DATA e9494E43444546282ID3185379£E 
74ii78286572726F722f9BI0F2OFDEDAD8DDDB 
F3F5F9A9ICBD1822A58C8D8 1,628 

JT 1198 DATA lFA59D8D021FA9ee858CA91FB59D 
A9990D4402A2W?899D42eW22PD4503A98B 
9D44e3A9999D49i3A97F904e,684 

KR \2U MTA 832856E44C83!F4B6E7e?fl 792854 
79796572284F482£9e88e8888888888e9l0ifi0 
8BS80e0Bfie088888888ee8BB,297 
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contnil 8 wiU type out POKE. Get the idea? 
Note that the space between DEF 1 , and the 
string are Important also the space between 
INC and nn. Also note that each key Is allo- 
cated 16 characters, so this Is the maximum 
you can stuff to to one key. If you redeEne a 
key that has already been redejflncd, then die 
last redefinition will be printed. If you should 
wish to delete a key Just type DEF 1 then 
RETURN without the second space, You will 
And that all chamctei^. except trailing spaces 
and the return key, can be prlntjed, so you 
might set up one key to backspace, say. 1 0 
characters by using the Escape Cntl cursor 
k^s. 

Flnalfy^ don't worry about hiding the Systern 
Reset key, the program is safeljf installed aiKl 
protected, and will remeTuber all the ktys 
youVe redefined, and the increment and cur- 
rent line number. 



HOW DOES IT WORK? 

The program falls Into two sections. Ftratly 
there Is an editor patch. The editor is located 
in the de^rioe table, and its vectors arc moved 
into RAM. I adjust the get-byte vector to point 
to my new routine. This new routine waits for 
a return to be typed then scans the Input 
bviffer for either INC or DEP, If neither are 
found then the line Is passed back to Basic as 
a normal line. If one is found, then the opera- 
tion is performed, and the Une is not passed 
to BasiCr The second section is a patch lolo 
the keypress routine. The k^^press interrupt 
vector is stolen and ihc new routine looks for 
a shift- control number or a TAB immediately 
following a return. Tf a defined key Is detected, 
then the string ts printed out a by tc at a time 
through the editor put-byte routine. If a TAB 
is found, then the input buifTer is eKamlned 
for a line number and the Increment is added 
to form the next number which Is then prin- 
ted via the put-byte routine, • 
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CD COLLECTION 

DATABASE 



This CD collection database program 
was written by mc in 19&7 in an 
attempt to catabgue my ever growing 
collection of CDs. 

The first question you'ne probably about to 
ask Is why anyone woiald actually want to 
catalogue their CDst Well there ait: a number 
df reasons for this. Firstly, It gives you a hard 
retJord of exactly what you have (and, let's 
fara it when youVc got more than about 50 
CD^s, you're unlikely to be able to remember 
them all). This wduld be useful In the e%'ent of 
an insurance clalnx should your collection be 
stolen or damaged. In my case, I have around 
450 CEH3, many of which are hard to find or 
hmitfid cdttJon versions, and are therefore of 
great monetajy and senttmentaj value to me. 
[Incidentally, it's well worth keeping receipts 
and taking photos of jour collection regularly 
in the event of an Insurance claim arising. 

I also find the program useful because It 
allows me to search quickly for all of the CDs 
I have by any One artist, (useful because I 
sometimes sell CD's). If you wanted to put a 
number after each CD name. In brackets, you 
could use the program to tell you where In 
your DoUcctfcn to find the particular CD 
you're looking for. This feature Is quicker 
than looking through all CEJs by hand, espe- 
cially as the writing on the spine of a CD case 
Is usually smalL in difTcrcnt fonts, and some- 
times with tlie artist and sometimes with the 
title appearing Urst. 



by Kevin Cooke 



FIRST GET 
A WORD PROCESSOR 

This relatively short program, written In 
Tutfco BASIC (13 years old and still one of the 
best versions of BASIC IVe ever encoun- 
tered] ). is simply a highly- specialised text file 
viewer. The four databases are stored as tcjct 
files tcreatcd with a word pmcessor of your 
choice) and then read by the program. You 
may criticise my choice of making you use a 
separate woni processor to create your data- 
base, but let mc explain my reasoning. First- 
ly, any extra text editor program 1 wrote 
would have dlfflculty competing with the flexi- 
bility of a dedicated word processor. Secondly, 
despite the speed of computers, when youVe 
got a large file of informatlonn nothing can 
sort things Into alphabetical order faster than 
YOUi It seemed slUy to write a program to sort 
each new entry Into It's correct alphabetical 
database position when it's so easy to do it 
yourselfl 'Hilrdly. I wanted to keep the prog- 
ram as short as possible so that it would lead 
and run quickly - If it didn't do this, it would 
defeat the whole purpose of the prtjgram, 
which Is to save you time. 
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OPTIONS 

When the program loads and runs, you are 
presented with a menu offering you 7 options. 
The first two allow you to search for all titles 
by the artist of your choice In either the 
album or single database. The next two en- 
tries aUow you tc view aU singles or albums in 
the database In order. In case you can't find 
the artist that you are looking for In your 
search using the first two options. 

The ncitt two options allow you to look at the 
database of the music compilations and 
movie soundtracks stored on the disk. 

Finally, the last option quits to DOS. 



SAMPLES 

On this issue's disk you will find the data- 
base ready to rtin along with four sample 
database (texi^ files: 

ALBUMS - The album database 
SINGLES - The single database 
COMPJLAT - The Compilation database 
SOUNDTRA - The Mo^'ie soundtrack database 



The format of each database llle, as you 
see by examining my example liles, must 
as follows: 

For the cdbum or smgliPs database: 

SURNAME. FIRST NAME 

- 1st Album or single title 

- 2nd Album or single title 

- 3rd Album or single title 

• 

NAME OF BAND /GROUP 

- ist Album or single d Ue 
t 

WEI WET WET 

- Picture this 

- End of part 1 



will 

be 



For the moute soimdLrack or con^Uation 
database Jrle^: 

- BEVERLY HILLS COP U 



- BODYGUARD, THE 
* 

-BOOMERANG 

END OF FILE 

The easiest way to keep to this format Is to 
copy the sample database files, along with the 
main program, onto a separate disk and edit 
the sample files to contain the titles of your 
own CDs. 

As can be seen, for the movie soundtrack 
and eompilatlon databases, you do not have 
to enter the artist name. This Is because the 
tracks on these CDs aie usually by a number 
of different artists, hence the program auto- 
madeaUy displays 'Various Artists" under the 
"ArUst" heading when the file is viewed. 



TAPES TOO 

Of course, I mean no prejudice towards cas- 
sette tape users by referring to CDs through- 
out these instructions. The program is equally 
as useable for people who only own cassettes, 
but I am recognising the feet that nowadays a 
lot of people have CD players and few shops 
have a wide selection of new albums on cas- 
sette tape, 

I hope you enjoy using the program* It fulflb 
my needs, and I hope it fulfils yours. If you 
have any suggestions or comments, feel free 
to write to me via Page 6 to let me know. • 



END OF FILE 



THE USTING 

Tfalfl progrfun can be foimd on this 
iB«u«'B disk ready to run, A TYFO 
coded tTpe-ixi listing is available tai 
request - see iiisldie back cover 
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PROGRAMMING 

USEFUL 



USR 



John Foskett 
explains the easy 
way to connect 
machine language 
with Biisic 



There Is no doubt that USR Is a very 
tmpoTtant Instruction In the BASIC 
language slnc<: ihls f s the only in- 
struction with which the BASIC programmer 
can obl;aln the advantages is f machine code. 
For instance It is often necessary to move a 
block of data from one address to another 
such as when copying the character set tnto 
RAM, moving PMGa wrtlcally, etc. Doing this 
In BASIC can be veiy time consuming but by 
using a machine code niudne Wa USR, tlrie 
process Is virtually Instant The advantages of 
machine code are obvious - much reduced 
initialising times, smooth PMG movement 
animation, etc, and aE this is available to the 
BASIC programmer via USR. Basically, what 
Is awkward and difficult if not Impossible in 
BASIC is a breeze in machine code. 



WHAT IS USR? 

The USR instruction Is used to GOSUB to a 
machine code subroutine after which control 
is retiimed to BASIC In cxactfy die same way 
as BASIC gosubi^ to a BASIC submutlne. In a 
similar way to passing values Into a BASIC 
subroutine, that Is by equating variables prior 
to calling the subroutine, values or para- 
meters may If necessary by passed into the 
machine code routine via the USR caU. When 
used without additional parameters, the USR 
function contains only the address of the 
machine code routine thus [assuming the 
routine Is at the start of page 6)„.. 

X=USR(1536) 

Alternative^, the machine code routine may 
be contained within a string as relocatable 
code (say MC$] In which case USR Is used as 
follows..,, 

X-USn(ADR(MC$)) 

In some cases when the machine code 
routine Is relatively small and particularly if 
only used once^ the machine code routine 
representing MC$ may be placed directly into 
the USR function as follows.,,. 

X=USR{ADR("machin© cod© string")) 

When USR Is used with additional para- 
meters, they follow the address of ihe 
machine code routine all separated by com- 
mas. Assuming the use of TWO additional 
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parameters lA and B) the above three USR 
functions become^-* 

X-USR(1536,A,B) 
X-USR(ADR{MC$)AB) 
X-USR(ADRrmachine code string^) A B) 



THE STACK 

When running any pmgram^ the computer 
constantly uses die stack (page 1 of RAM) as 
a temporary storage for storing addresses and 
values when aetlonlng subroutines, loops, 
etc. The stack is a special part of the compu- 
ters RAM which requires no addressing and 
no reference of any kind, infoonaiton is sim- 
ply stored there, where It is actually put Is 
immaterial. The best way to visualise how the 
stack works is to Imagine a pUe of plates 
where the plates must be put on and taken off 
the pile tn order, thus the last plate on the 
pile MUST be the ftrst plate to be removed. 
From this It can be seen that the stack works 
on the "Last In First Out" (LIFO) principle and 
so long ats this rule fs strictly adhered to, 
there will be no stack errors. This then Is the 
reason why no addressing or T7fen:nclng of 
any kind is required in order to use the stack. 

WHY MENTION 
THE STACK? 



returning to BASIC in order to let the compu- 
ter *see" the return address which it stored 
there prior to aetlonlng the routine in the first 
place. If this is not done then It can be seen 
why the computer may produce stack errors 
(error 10) or even crash or lock up since It wiU 
obviously read the wrong return addre:ss prior 
to returning to BASIC. 

THE PARAMETERS 

In order to pass any parameters to the 
machine code routine that the USR command 
may contain, USR places them on the stack 
following the return address In a two-byte 
format- USR stores the low- byte first followed 
by the high-byte and in the order of the last 
parameter first which allows their retrieval 
from the stack to be in a bglcal sequence 
which Is the first parameter in the USR call 
first in the order of high-byte first 



THE ODD BYTE 

After all the parameters (if any) have been 
stored on the stackn the USR command stores 
a further value on the stack, a value of Its 
own, a record of the number of parameters 
included In the call. "This odd byte from now 
on referred to as the "odd byte" may at first 
appear absolutely useless^ bi^t It can have a 
very important role to play. 



NormaUy a programmer doesn't need to con- 
sider the stack since Its working Is fully auto- 
matic \la the computers operating system. 
The only time the BASIC programmer must 
consider the stack Is when writing the 
machine code routine which will be actloned 
via the USR command. This Is because USR 
stores at least one value on the stack during 
Its operation which MUST be removed prior to 



THE MACHINE 
CODE ROUTINE 

As previously stated, aQ parameters and the 
odd byte must be removed from the stack by 
the machine code mutlne before exiting back 
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to BASIC and assembly language has the 
"PLA" InstrucUon which docs this. PLA sLands 
for "PuU Acsctimulfltor'* which Mteralljr puUa 
thff last entry off the stack and loads it Into 
the processors accumulator for actfoning by 
the iria.chlDc code routine. Note that PLA only 
removes ONE byte Ihom the stack, therefore 
two PLAs arc required to remove each para- 
meter from the stack even if the value of the 
parameter Is less than 256 In which CA.at t^ie 
high -byte wf II be "sero. Also note that only 
OWE PLA is required to remove the odd byte 
from the stack since it can never cxc«:d 255 if 
only because of the length of a BASIC line. It 
therefore foQows that unless, your machine 
code routine makes use of the stack itaclf, 
there should always be an ODD number of 
PLAs In the machine code routine. 



EXAMPLE ROUTINES 

The following example routines are for de- 
monstration purposes only and are designed 
to change the screen colour to show their 
worklngr The foQowtng routines assume the 
machine code routine has been assembled In 
Page 6 at address 1536. Note that the source 
code Ustlngs and the BASIC programs for the 
routines have been included on the issue disk 
for convenience. 

ROUTINE 1: A SIMPLE ROUTINE 

Source code fSs rvcutie USR1.5RC 
BASIC demo JUe t^arrw USB1.BAS 

The following is a very simple routine which 
changes the screen colour from the normal 
Atari blue to green. The routine Is called 
using X=USRU 536) 

PLA 

LDA #180 
STA 710 
RTS 



Hie ftrst Instruction is PLA which removes 
the odd byte fn>m the stack and loads its 
value (zero In this case) Into the processors 
accumulator. This value Is unwanted so It is 
discarded by the next Instruction which loads 
the processors accumulator with the number 
1 80 using LDA pjoaD Accumulator) which is 
then stored in location 710 using STA (STore 
Accumulator) where location 710 is the 
screen colour regis ter, Thfs Is the machine 
code or the assembly language equivalent of 
POKE 710, 160, The last Instruction Is RTS 
[ReTum from Subroutine) which exits the 
routine and returns control back to BASIC. 



ROUTINE 2: USING PARAMETERS 

Source codejUe name USR2.SflC 
BASIC demo file name USBZ.BAS 

A mon: Qcxlblc version of the above routine 
[routine 1) which uses a single parameter to 
pass the screen colour value Into the machine 
code routine. This routine can acoommodate 
any colour value requlrcal from BASIC without 
tlie need to modify the routine itself. The 
routine is called using X=USR( 1536, A) 

PLA 
PLA 

PLA 

STA 71 O 
RTS 

As before the ftrst PLA removes the odd byte 
from the stack which is then discarded and 
the next two PlAs remove the one parameter 
from the stack. Since a colour value cannot 
exceed 2S5, only the low-byte is required 
hence the high-byte Is discarded. With the 
colour value currently stored tn the proces- 
sors accumulator via the last PLA, It is then 
stored in location 710 and the routine exiled 
via RTS returning control to BASIC as before. 
Note that If the value of the parametEr used In 
the call Is greater than 255* then only Its 
low-bvte will be considered. 
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ROUTINE 3: A CRASHPROOF 
ROUTINE 

Source cod^ ncurua USR3.5RC 
BASIC deim/He mmw U$R3.BAS 

To exit correctly irom a machine code 
routine, the correct number of parameters 
MUST be used In the USR call, thus if a 
machine code routine is written to use ONE 
parameter then only ONE parameter must be 
used within the USR call. The following 
routine shows how the "odd value'' stored on 
the stack can be used to produce a completely 
crashproof routine no matter bow many para - 
meters are used in the call. The routine will 
cycle through as many screen colours as 
there are parameters in the call before retum- 
ing to BASIC- The routine Is called using 
X=USR[ 1 536 , A, B.C , D, n) 

PLA 

BEQ EXIT 
TAX 
LOOP 
PLA 
PLA 

STA 710 
LDA #200 
STA 20 
DELAY 
LDA 20 
BNE DELAY 
DEX 

BNE LOOP 
EXIT 
RTS 

As before the iirst PLA removes the odd byte 
from the stack which is then tnansfenred Into 
the processors X-register using TAX fTransfer 
Accumulator to X-register^. Note that the odd 
byte Is first checked to see if Its value is zero 
using BEg IBranch if EQual (to zero)) before 
transferring its value into the X- register. If the 
value Is zero, then there are no parameters In 
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the USR command and the routine is exited 
via the label EXIT to the BTS instruction to 
exit back to BASIC. I fat least one parameter 
Is used In the USR command, then the loop 
(Identtfkd by the label LOOP) Is entered where 
ONE pammeler Is removed from the stack via. 
the two PLAs. again only the low-byte is re- 
quired as before which is then stored tn loca- 
tion 710 using STA as before. To ajlow the 
routines operation to be seen, a time delay 
loop has been incorporates! using location 20, 
the bw-byte of the computers real ttme clock. 
The number 200 is stored In location 20 and 
the delay loop waits for its value to return to 
zeroi before preceding which gives about a 1 
second delay. After the delay, the X- register is 
decremented by 1 using DEX (DEcrement X- 
reglsteil and cheeked to see if Its vaiue Is 
equal to zcttj using BNE (Branch if Not Ek^ual 
(to zero)) and tf zero the routine Is exited via 
RTS as before. If the X-reglster does not con- 
tain a zero at this point the loop is executed 
agaUi to remove the next parameter from the: 
stack which Is then actloned as before. Note 
that the X-reglster always contains a record of 
the number of parameters remaining on the 
stack during the operation of this routine. It 
is therefore only a matter of checking the 
X-regtster to see tf there are any more para- 
meters on the stack and if so, remove them 
for actloning, but if not, exit back to BASIC 
via RTS as before. 

ROUTINE 4: SET AND RESET 

Source code Jile name USR4.SRC 
3JiSIC tiemo fQe nnine USR4.BAS 

The following routine wiU set the screen col- 
our according to the colour value of the para- 
meter used in tlie USR command and will 
reset the colour back to the normal Atari blue 
when used without a parameter. Note that the 
routine can only be used with either one or no 
paiTLmeters and if used with more than one, 
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then a crash will result. The routine is called 
In the fblld\!Vliig two ways X^USR[l 536 A) to 
set the screen colour and X-USRfl536) to 
reset it back to blue. 

LDX#14d 
PLA 

BEQ RESET 
PLA 
PLA 
TAX 
RESET 
STX 710 
RTS 

The first Instruction In this routine is to load 
the X-regisier with the number 148 using 
LDX (TjoaD X-J^glster) which Is the default 
value for the normal Atari blue screen* The 
next Instruction is the PLA which removes the 
odd byte Irom the stack and since this n:>utinc 
allows the use of only one or no parameters to 
be used In the USR command, the iie?(l tn- 
stnlctlon* the BEQ [Bmnch If EQual (to zero]] 
Is used to determine in which mode the 
routine is being used. If the value was found 
to be zcto, that is the USR caU was made 
without a parameter, then the routine bran- 
ches to tlie label RESET. The default colour 
value of 1 48 orlgtnally loaded into the X- 
reglster at the start of the routine is then 
stored in location 710 using STX (STbne X- 
register) after which the routine is exited 
using RTS. If however the odd byte was not 
aero (in other words it was 1], that is the USR 
command was made with a paraincterH then 
the parameter is removed from the stack 
using the two PLAs and its low-byte loaded 
Into the accumulator. The colour value is 
then transferred intts the X-reglster using TAX 
overwriting the default value of 14S originally 
put there. The value Is then stored in location 
710 using STX af^r which tlie iDUtine is 
exited back to BASIC via RTS as before. Also 
note that PLA does not have to be the first 
Instruction In the source code. 
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ROUTINE B: RETURNING VALUES 
TO BASIC 

Souree code Jife nmnes USRSA.SRC 

USR5B.5HC 

BASIC dETTiD fde naines USfiSA.BAS 

U$R5B.BAS 

The variable used to action a machine code 
routine when using USR (X in these exam- 
ples] can be used to return values to BASIC 
afl:er the routine has been executed. The 
value loaded into the BASIC variable is deter- 
mined by the two zero page locations 212 and 
213 in the normal low/ high 2 -byte format. 
The foUowlng routine works in the opposite 
mode to the previous routines in that this 
routine randomly selects the colour value it- 
self, changes the screen colour accordingly 
and returns the value to BASIC so that you 
know what the selected value was. The 
routine fs executed using X=iUSRtl536) where 
the colour value is loaded Into the variable 'X'. 
The routine may also be aetioned using 
' PRINT USR(153e)" or "7 USR[1536) which 
will print the selected colour value directly on 
screen. 

Listing 1 CUSRSA.SRC) 
PLA 

LDA 53770 
STA 710 
STA 212 
LDA#0 
STA 213 
RTS 

Listing 2 iUST^5B.SRC) 

PLA 

STA 213 
LDA 53770 
STA 710 
STA 212 
RTS 

In the first listing, the first instruction is the 
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normal PLA which removes the odd byie from 
the stack. Next the processors accumulator is 
baded with a random number from location 
53770 (the random number generator] which 
is in the range of 0 to 255 Inclusive. The 
random number selected is stored in the col- 
our register 7 10 as before and also Into loca- 
tion 212, the low-byte of the value for return- 
ing to BASIC. The accumulator fs then zeroed 
by loading it with the number zero which la 
then stored in location 213. the hlgh-bjrte of 
the value for returning to BASIC because the 
high- byte will always be zero. The loutlne is 
then exiled using RTS as before. 

The second Mstlng shows a little trick that 
can be done by re arranging the llsdng to 
reduce the length of the routine to save mem- 
ory {2 bytes In this case). Because no para- 
meters are used when calling this routine, the 
odd byte will automatically be zero which will 
be loaded into the accumulator by the PLA 
instruction. Since tJie accumulator contains a 
zero at this point, it makes good programming 
sense to take advantage of it and use it to 
zero location 213 so that "LDA ^*0" may be 
■omitted from the listing and so reduce the 
length of the flnal routine. 

Note that there is a bug In the Turbo BASIC 
compiler which prevents USR from returning 
the correct values to BASIC. If a progiam 
using this feature is to be compiled^ then the 
two locations 212 and 213 could be PEEKed 
from BASIC in the normal way and then the 
two values combined using the usual low/ 
high two byte calculation as follows,. 4. 

X=PEEK(212)+£56'PEEK(213) 

A MEMORY MOVER ROUTINE 

Source code Jiie nazne USRCSflC 
BASIC demo fiie name USR6.BAS 

To conclude this article, a veiy useful mem- 
oiy moving routine which works tn a similar 
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way to T\irbo BASICS MOVE command. The 
routine will move up to 256 bytes of data from 
one address in memory to another. The 
routine may be used in conjunction with 
PMGs to move shape data into the player 
stripes to create smooth vertical movement as 
demonstrated in the BASIC demo program. 
The routine is executed using..,. 

X=USR(1S36,ADDR1,ADDR2,NUM> 

Where NUM number of bytes is moved from 
address ADDFl to address ADDR2. 

PLA 
PLA 

STA 204 
PLA 

STA 203 
PLA 

STA 206 
PUk 

STA 205 

PLA 

PLA 

STA 207 
LDY#Cl 
LOOP 

LDA (203) ,Y 
STA (205),Y 
INY 

CPY 207 
BNE LOOP 
RTS 

Note the neccasaiy use of the zero page loca- 
tions 203 to 206 for accessing the twio addres- 
ses using indirect Indexed addressing. Also 
note that location 207 is used to store the 
number of bytes to be moved ^ but this loca- 
tion need not reside tn page zero, It may In 
fact reside anjnwhere in tnemoiy. • 
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FAREWELL 
TO FUTURA 

THE FINAL ISSUES 



This tesue we present the concluding half 
of this exammaZipn of the FUTURA disk 
TTiagazine which is now avafldble from 
the Page 6 Ubrary. 



FUTURA SIXTEEN 

Text articles Include - ATARI S-BTT NEWS - 
O ther Atari 3-bu gupportcra. SOFl^WARE 
SCENE - Kevin Cooke reviews Tube Baddies. 
DTP ATARI8 - Eric Bemrose continues his 
column on Atari S-blt desktop publishing. 
This time he looks at Daisy- Dot II. ADDING A 
MOUSE ' Part 5, Multi-Mouse ^ Board 
Ganies. HARDWARE WAREHOUSE - At^ 
DOS Disk Structure, THE ATARI 8-B[T 
BOOKSHELF - Booklist Part 6, S-Z. and 
Appendix A. SOFTWARE SCEME 2 - Kevin 
Cooke returns wlt>i a review of Demo Maker 
Update. VCS FUTURA - Cartridges by Atari 
tCX260 1 - CX2699K THE BLACK AND RED - 
Introduction and News, Jaguar CD-ROM 



by 

Austin Hillman 



drive and game tips. Cannon Fodder reviewed 
by Mtthacl Clatworthyr Ralden review and 
game tips by Michael Clatwurthy. Tempest 
2000 reviewed by Dan Baverstock, 

The prtigrams include PING - An extremely 
addictive game which can be played ulth an 
ST mouse or Joystick. ULTRA TRANSLATOR - 
The ultimate translator for your XL/XEt It can 
even be used with 400/800 cartridges, 

DOS WIZARD ' Is a superb disk analyzer 
which must be loaded with a translator. Use 
Ultra Translator, simply press SELECT at the 
title screen and then load EX3S Wizard. Please 
read the documentation first before using this 
powerful piogram. Using DOS Wizard you can 
gain a detailed analysis of single density 
disks, re<x)ver files mistalccnly deleted, dis- 
play complete sector maps or individual sec- 
tors. etc. 

MAGNIFY - An Impressive screen dump utility 
with extra features. Tiy It with the two pic- 
tures. BOX and COVER, which come with 
Ping. 



FUTURA SEVENTEEN 

Text articles Include - ATARI 8-BtT NEWS - 
J.R Software. Micro Discount, AMS9S RE- 
PORT - Kevin Cooke reports from the show of 
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the year. THE ATARI 8-BIT BOOKSHELF - 
Atari Adventures, a book review by Kevin 
Cooke* DTP ATAR18 - Dot- Magic t TURBO 
BASIC FLYER - Ron Fetzer's programming 
column. ADDING A MOUSE - Part 6. GOE 
Demo, PROG[?AMMEH PROFILE - Lucasfllm a 
David Levine. THE BLACK AND RED - The 
Jagixar CD ROM package reviewed by Michael 
Clatworthy. Dlno Dudes review and level 
codes, VCS FUTUE*A - Cartridges by Atari 
(CX26100 ' CX26192). ATARI BIT TRIVIA - 
Kevin Cooke issues a trivia chaUengel 

DESKTOP - from the French disk Cenacle 
News, Boot with BASIC and the desktop will 
auto -load. Use a joystick (or the arrow keys] 
to move the pointer to D, 1 and press the 
joystick button (or Return). A list of all the 
files on the disk will appear. Select a file to 
load by moving the pointer over It and press- 
ing the joysUck button. This desktop will load 
both BASIC and machine csodc fUcs. Not quite 
up the standard of Windows 95. but not bad 
for the humble S-biL 

CHQPP THE ROBOT - A cdourful. challeng- 
ing arcade game from Cenacle News One. You 
must guide Chopp the Robot down the 
screen, rescue the stranded humaji and re- 
turn to ihc mother ship. ANAGRAM - A utility 
which computes anagrams, of up to six let- 
ters. From Cenacle News Six. OTHEILO BLITZ 
- A version of the popular board game also 
from Cenacle News Six, Use a Joystick to 
move the pointer and press the button to lay 
a piece. BSA 73 - Version 2 of a BASIC (in all 
senses of the word] work simulation g^me 
written fey Alan Hftchcnn set In the days when 
wc still had a motorcycle Industiy. 

£?UiCKREF 1.2- Analyses the structure of 
your BASIC programs. Docs supplied. PROG- 
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RAM HELPER - Sltm down your BASIC prog- 
ram by converting constants Into variables, 
ttoes supplied. FMT - A very useful utility 
which alkiwsyou to format with or without 
DOS flks. Works with the desktop, FLUJ 12S - 
Good denyj, PARAM SPACEBAR DECIMALS 
and GRLDADER are programs dcscrtbed In 
the Turbo BASIC FTyer column. 

UNE'UP ' Comes from Chile and describes 
Itself as the ultimate verskrn of Tetrts In the 
public domain, who am I to argue with that 
description, THE BITWR REALTIY MEGADE- 
MO - This Is a 9-part extravaganza which 
really shows the power potential of a well 
progammed XL/XE. 



FUTURA EIGHTEEN 

Text articles include - ATARI 6- BIT NEWS - 
ACPC, Linefeed, The Page 6 ST Library, 
HARDWARE WAftEHOUSE - Building a light 
pen, THE ATARI 8-BlT BOOKSHELF - Kevin 
Cooke reviews Itty Bitty Bytes of Space. NET- 
WOEiK. TO THE WORLD - Communications 
article by Joe Hlcswa. DTP ATAR18 - Daisy 
Dot 111. PACMAN FOR THERAPY? - Kevin 
Cooke Looks at modem medicine. THE 
TURBO BASIC FLYER - by Ron Fcl2cr. 
FRIENDLY VIEWS ON THE ST - by Us Wagar 
and Stuart Murray. ADDING A MOUSE - Part 
7. The Bmndles Editor. A SHORT HISTORY 
OF COMPUTERS - What came before your 
Atari e-blt. CALLING AU. NOSTALGIA EN- 
THUSIASTS - Some kght humour. 

U^TER - This is a program for printing out 
your program listings complete with aU of the 
special characters, lliere Is an example Us ting 
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pnsvided for you to play with. QUICKDOSrBAS 
■ This progjram. from the old Atml User (Vol.3 
No. 2). alters DOS 2.5 to put DUP.SYS in the 
shadow RAM under the OS in XL/XE 
machines. After the first DOS call which runs 
fn^m the disk as usual, all subsequent calls 
will nm from the OS with no loss of memory 
as It is automatically saved, 

DRAW800 - A simple but plcastng graphics 
demo showing the good ol' Atari 800, PAGE6. 
PROGRAM! and PROGRAM2 are the programs 
to be used with the Turbo BASIC Flyer 
column. 

THE CAVES OF CTULHI - Is a revised version 
of Robert dc Letter's game which was pub- 
lished in NAU 70. aiUUirS REVENGE - Is his 
all new sequel with loads of puzzle aetlont 



FUTURA NINETEEN 

Text articles include - ATARI e-BIT NEWS - 
ACPC, UKAAUG. ADDING A MOUSE - Part 8. 
Noughts & Crosses, DTP ATARI S - Distal 
Editor V3.6. SOFR^'^ARE SCENE - Rambit 
Taskmaster. SOFTVpf^ARE SCENE 2 - Jaw- 
breaker & Mousekattack, HANDY HINT - 
RamdiskXL. A SHORT AND STUPID STORIT - 
Light humour, VCS FUTURA - 2600 Audio 
Modlfl ration. PD SOFTWARE SCENE - 
Megablast HARDWARE WAREHOUSE - Nin- 
tendo Controls on the Atari S-hi'L THE ATARI 
S-Brr BOOKSHELF - Advanced Programming 
Techniques for your Atari. THE BLACK AND 
F?ED ■ Atari: The End? 

NOUGHTS & CROSSES - New software from 
Kevin Cooke. See his column ADDING A 
MOUSE. CARTOON SUDESHOW - Colourful 
artwork by Kevin Cooke. KEYMASTER - A 
40 Page 6's A 



keyboard enhancement utUityK adds many 
functions. Full docs are included. 
FONT MASTER - Allows fast printing of prog- 
ram listings. Including special characters. 
There are lots of options available. S7DE- 
WAYS.DOC is a test aie for use with the side- 
ways Syocalc print option. Two fonls^ ROMAN 
and MODERN, are Included for use with Op- 
tions 3 and 4. UKEN MY ATARI - A superb 
stngsdong music and graphics demo by PhlUp 
Price and Gary GUbertson. LABEL 720 - 
Allows you to mad and write identity tags to 
your disks in the otherwise unused sector 
720. FINANCIAL CALCULATION PROGRAM - 
Offers help with your investments and loans, 
works out many dlfHcult calculations in a 
trice, 

SADDI£MAiV Is a very enjoyable game from 
France, it was programmed for Atari Ftance 
In 1 985 as part of a nationwide contest in 
association with Levi's Jeans. It was never 
sold and la therefore in the public domain for 
us aU to enjoy. Thcrt are five parts to the 
g^mt. Use keys 1-S to select a part. Press 
START to play and EiESET to return to the 
main menu* Great funi 



FUTURA TWENW 



Tejctartidea include - ATARI 8-BlTNEWS - 
Page 6. Telegames. DTP ATARI 6 - P^ge Editor 
V3.3. SOFTWARE SCENE - Address Database 
and Envelope Printer reviewed by Kevin 
Cooke. VCS FUTURA - 2600 video Modifica- 
tion. THE BLACK AND RED - Jaguar news, 
reviews, tips and a look at Atari Entertain- 
ment 
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CREATER.OBJ - A powerful menu utility. 
MICRODOS.OBJ - The classic menu utility for 
loading machine code Rles. RD & RDF - PST 
RAMdlsk 2.03 and PSI RDFonrvit 1 .35 for use 
with SpartaDOS 3. 2d. FORMDOSl Se 
FORMDOS2 - Format, DOS. DUP. RAMdlsk all 
tn one operation. A very useful utility by the 
late Alex Pignato. SETUPDOS - A lokenized 
BASIC routine to patch DOS 2.5 for two SD 
FtAMdisks on a 256K XL, 

FALCON DEMO - A top-notch demo by 
Hurek! Press the Spacebar at the scroller to 
progress to the main demo. COLORS DEMO - 
Kaleidoscope demo, BOUNCE - 24 demo boxes 
on one screenl IMAGINH - A llgjitnlng fast 
graphics demo written In Action! KETOODE 
GETTER V3,0 - Keyboard codes utHlly. AIR 
HOCKEY - Fast sports game based on the old 
arcade favourite. Great fun in 2-player model 
WEBMASTER - Fun game, just eat the flies 
and keep the rival spiders away. Easy to play. 



FUTURA TWENTYONE 

The regular text articles eome to a conclu- 
sion In this final issue. ATARI S-BIT NEWS - 
Ol" Hackena and Cenacle stlU going strong. 
DTP ATARI 8 - Parts 7 & S, individual art and 
printing programs and series conclusion. 
1-LARDWARE WAREHOUSE - Re-tnklng prtn- 
ter ribbons. SOFTWARE SCENE - Demo 
Maker and Draw 7. VTOC - How it works, 
VCS FUTURA - 7800 video modification, THE 
BLACK AND RED - Jagtiar news and Power 
Drive Rally review. 

CREATE A FONT- A character set editor can 
be used with the Character Sets In an In- 
stant' article. DECODE ■ A Mastermind-type 
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quiz game by Frank Walters. INSTANT CHAR- 
ACTER SETS - Article and a set of programs 
to convert alternative character seta into 
strings for Instant loading when used with 
BASIC programs. 

DJSKLABEL 2.2 - Disk labeller plus printer 
driver. COL80 - An SO-column Rle reader^ 
with docs in 80 column format ready to read. 

THE LAST WORD 
FROM STUART 

Here's what Stuart said as his "farewell' - *So 
here wejhvi ourselves at the Jinal see-yci in 
if^ Jlnal FutuiXL. I don't see this as a. goodbye 
but more of a see-ya i-S-ter. Tm. altuays going 
to be aroimii on the 8-btt scene and wM prob- 
ably apprear now ofKi again with tm ardcle or 
ret^w in one of the Atmit puhiicatSons* Fm 
looking Jorwani to writing a series of ortfelfs 
on the Atari Wodd Video Game Chan^jkm.- 
skips of 1982/83. It's ahoul time I TWtsd down 
oR that happened behind the scenesl 

Vm really looking forwarti to getting stuck 
into S-btt ttties such as Karateka, Star Raiders 
//. Ultimo IV, Jrj/ittroior, etc.. etc^ There are so 
many titles I hews purchased otyer the yectrs 
thnt have bardhf ever seen the inside of my 
disk drivei It is now time for me to er^oy them 
oil, 

AU. that is left to say is a final gigantic 
THANKS Id everyone who has supported 
Futiira over U\e yearst You truly oie an amazr 
tr^ group of peoplet Keep using that 8-btt and 
remember that together^ WE are Atari! 
See-ya L-6-terr 

m 
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PROGRAMMING 



SORTING AND 
SEARCHING 



Daniel Yelland 
presents routines for 
you to use in your 
own programs 



At Qr^t 3ig)it sortli\g and searchliig do«s 
not appear to be a very useful thing to 
do when programmtng, however a lot 
of programming problems can be solved with 
sorting and searching techniques. 
A computer game is not the application you 
would Immediately think of for using such 
techniques, but what about high score 
tables? In (bolhall manager games and adven- 
ture games searching for details is Important 
aiso. More serious appllcatiOTis of sorting and 
searching could be in a database or account- 
ing pmgram. This article Is about some of the 
tethnlques used when soiling and searching 
data. 

Some search techniques require the data to 
be sorted which explains the relationship be- 
tween the two processes. The ejcamples gfven 
Will ail Involve numbers but could equally well 
be used on alphanumeric data^ Also unless 
stated otherwise the data Is being sorted Into 
ascending order. 



SORTING 



SELECT SORT - The most obvious sort 
algorithm is the one we ourselves use when 
sorting data. We look throu^ the data to find 
the smallest element and place it In position 
1 , then we repeat the process for the next 
smallest element and so on until the data is 
sorted. This leehnique is called the Selection 
sort and an example program demonstrating 
this Is given In SELECT. BAS. You will find the 
program on this Issue's disk. This Is how it 
works - given 5 numberst say 

15, 7,3, 10, 9 

wc look through the Ust at each element in 
turn until we find the smallest. In this case It 
turns out t» be 3, so 

3 is put to the beginning of the Ust so the data 
now looks like this 

3, 1S, 7, 10, 9 

We repeal the process, now ignoring the 3 as 
we know It Is in order. The next smallest 
number Is 7 and so that Is placed in the list 
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just after the 3 

a 7, 15, 10,9 

The process Is repeated until the Hst is sorted 

3,7,9,15,10 
3,7,9,10,15 

This technique is the most obvious but it is 
not the fastest or most efUclent. so other tech- 
niques have been tried and tested. 

BUBBLE SORT - Most people ha^-c heard 
of the Bubble sort, it is probably the most 
famous of computing sort routines but it Is 
also one of the worst In this technique neigh- 
bouring pairs of elements in the list are com- 
pared and tf the element higher in the list has 
a lower value than the element lower tn the 
list the pair are swapped. The whole list is 
compared tn this way with swaps taking place 
until the list is completely sorted. Usually a 
flag is set to report no swaps weie made 
during a pass, which signals the list is sorted r 
So with our original data set 



15 > 7 so swap 
15 > 3 so swap 
15 > 10 so swap 
15 > 9 so swap 



15. 7. 3. 10,9 

First Pass 

7, 15, 3, 10. 9 
7,3, 15. laS 
7, 3, 10, 16, 9 
7,3, 1Q,9, 16 

The list after first pass is 

7, 3, 10. 9. 1& 

The largest value (15) has "bubblcjd" to the 
top which ts where the technique gjets If s 
name from* 



Second Pass 



3, 7, 10. 9, IS 
3, 7,9, 10. IS 
3,7, 9, 10. 15 

U»t after second pass:- 



7 < 10 so no swap 

10 > 9 so swap 

10 < 15 so no swap 



7, 3, 10, 9. IS 
3, 7, 10, 9. 15 



7 > 3 so swap 



3. 7, 9, 10. 15 
In this case the Ust is sorted after two passes. 
It should be noted that 3 passes arc made as 
the process doesn't terminate until there arc 
no swaps. BUBBLE^EAS on this Issue's disk 
is an example routine showing this technique. 

INSERTION SORT ■ Another famous one, 
this technique is one of the most efficient but 
also one of the hardest to code. It is done the 
way people sort a hand of cards. For example 
consider the hand of cards dealt as - K S 2 9 6 

Sort 

K5 2 9 6 
5 K296 
£ 5 K 9 6 
259K6 
2S69K 

This Is done by looking at the list from left to 
right and "correcting'' elements which are out 
of order. On each pass we compare with the 
Items on the left, until we find one larger, or 
reach the start of the Ust, The others "shuffle 
up" to make way for each moved element as 
in the example above, Wc insert the current 
item In the correct place and repeat this up 
until the last Item. The pmgram tNSERT-BAS 
demonstrates this. 

SHELL SORT - This mutlne could be said 
to be a variation on the Bubble sorL invented 
by Donald Shell, in this method elements of a 
fixed gap apart are oomparcd rather than 
adjaoent elements as In the bubble sorL The 
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elements of the fixed gap apart are sorted In 
the s^jTic way as the bubble sort and then the 
gap is halvied axid the process is repeated. 
This is done untQ the gap Is equal to 1 where 
a standard bubble sort then takes place^ 

The advantage of this routine over a stan- 
dard bubble sort la that elements get to their 
oomect position In the list quicker than In the 
bubble sort aa elements travel further to- 
wards their correct positfqn in each swapr 

An emmplc of this routine Is In SIIEIXr.BAS 



PROGRAMMING 
THE TECHNIQUES 

Since all of the data to be sorted is In lists 
the best data type to use to hold the elements 
is an array* E^eh element of the an^ay holds 
an element of the list. Variables an; used to 
hold the elements being compared and Loop 
structures are used to provide the Iteration of 
the routines (e.g. continue until list sorted). 



SBARCmNG 

LINEAR SEARCH - Again the most simple 
search routine Is the one we ourselves use 
when searching for data. We look through the 
list until the element Is found and stop when 
we either find the element or we have looked 
through the whole list. 
So looking for 10 In the original Ust would 
result In: 

Original list:- 15, 7, 3, 10. 9 

Item 1 (1&) not equal to 10 so continue 



Item 2 (7) not equal to 10 so cx»ntinue 
Item 3 (3) not equal to 10 so continue 
Item 4 (10) equal to 10 so stop 
"Found" la returned, 

if the whole Hat is searched and the element 
not found we stop the process and "Not 
Found" Is returned. An example program of 
this fs shown In LINEAR. EAi^. 

BINARY CHOP - This Is a very cmdent 
routine In that any element of 1000 elements 
can be found In just 10 passes. This routine 
however requires the data to be sorted first. 

The routine works Ijy using pointers which 
can be represented as variables In BASIC 
which point bo the beginning of the Ust [e.g. 
array) and the end of the list. These will be 
referred to as the "start pointer" and "end 
pointer'' respectively. Assuming the list Is In 
order a middle value Is taken from the list 
and compared against the search value. If It Is 
equal to It the process terminates and 
' FOUND" is returned. If the middle value is 
less than the search value the starting pointer 
is set to the data Item after the middle value 
tn the list. If the middle value is greater than 
the search value the end pointer is set to the 
data Item below the middle value In the list. 
After the pointers have been adjusted the pro- 
cess Is repeated until either the element Is 
found or the pointers coincide or cross one 
another [e.g. end pointer points to an elcTOient 
below the element start pointer points to,) 

BIHCBOP.BAjS Ulustrates this technique. 
The sort routine used to sort the data is the 
sanie one in SELECT. BAS. 

There are many other sort and search tech- 
niques and the ones shown here are only a 
few moderately well known ones. Hopefully 
tliese routines wiU be of use in your own 
programs . 9 
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A COUPLE OF THE BEST 



#267 - DISK DOCTOR 

More adv^ced U9ers may flmd thts collcctipn 
Invalu^le for when somethSng gcws lAitting or tf 
they need tQ WcH up their disks or create their 
own pn^fected aoftwarc. Some of the best dtsk 
utlJltics around include VTOC FIX which ex- 
am tnea die Volume Tabfe af C&ntents and ail^iws 
you to fbt pmjhierna, especially when you get a 
dtsit lhat shows fewer free scctore than yfju 
i§houid have, Sceniii to worlc only In single densi- 
ty thoi^gfi. TFiACER Is a most comprehensive 
dlak/sectoranafyw:r with the latest graphic biter- 
face even seen on this type of utility. Edit and 
copy sectors, seaxch fcr info and imJcK, inuch 
more in a ^Jrcat uttHty. if you need to create 
'Riizy" or bad sectors then FUZZV will do It for 
you with case. Another sector editor is SECTOR 
which lct4 you. edit, copy and duplicate sectors 
and much more with some cjrtra special taizlYltiea 
especially for advanced programmers. Aiso 
allows you to ci^:alc "sitjw' sectors smd has a built 
In drive speed checlter. BURP is a boot utility 
pack that wll] allow you to create ycjur ■cswn 
su9lvm ^l^ltfi L>y copying l^les, tapes to disk, boot 
fUea and more. It wtll also copy Mijitl-lwHjt Eind 
Boh C Menu pnigrams and has comprehensive 
DOS utihty features. To mund nfTOLD OPERAT- 
IMG SYSTEM fs a version of the old 400/300 OS 
which seems to be specifically tmr TMnning ROMs 
and tapes that have problems on the XI^ 



DS#112 - PAGEEDrrOR 

Tw0 DUtk Set- One []f the few^ if not the only, 
page layout system for the Atari 8-bll in give you 
WYSIWYG (What You See Is What You Get] desk 
top piubllahli^g. Page Editor is an easy to use text 
and graphics edttur that features an 80 column 
display and hi-rcs graphliCR nn the isame afrrejen 
with the ability to piaiee tad and graphics any- 
where yim desire. The Page Editor solbafare 
shows you exactly how the page should apfM^ar 
on your prfaitcr [requlrca Ep^m eompatihle). In 
addition to the Page Editor prograin l^e achftware 
package Include^ uttlltlea to convert word ppo- 
cc^i^r text (ilea, Fttnt Shop format clip art and 
additional [character seta. The prag;ram can be 
run in Turbo Basic ibr extra speed. The matn 
programs, together with character sets and sam- 
ple pages are included on the main disk with 
cxterwlve documentatfon on a separate disk. 
Documentatkan tvni to I I you all 

you need to know about usl:i^ Page Editor and 
1t£ utflltles. This program won't allow you to 
create your own version of New Atari User but 
will give anyone with an XL or X£ and a printer 
the oppoiTtunity to crcaie titensitlng page lay- 
riuta far all aorl£ of app]ic::attons. 

Twcf disk stt ' pricm JE2.&0 



DON'T FORGET 



DS#72 - 
DS#73 - 
DS#7e - 
DS#79 - 
DS#&7 - 
DS#&9 - 
DS#137 
D$#13e 
DUU9 
DS#140 
D5#14T 



FUTURA 1 
FUTURA 2 
FUTURA 3 
FUTURA 4 
FUTURA 5 
FUTURA 6 

- FUTURA 7 

- FUTURA e 
' FUTURA 9 

- FUTURA 10 

- FUTURA 1 1 



DS#T42 
D^143 
D&#144 
D$#145 
DS#146 
D$#147 

" doubio 
D5#150 
DS#1S1 



-FUTURA 12 
-FUTURA 13 

- FUTURA 14 

- FUTURA 15 
" FUTURA 16 

" FUTURA 17* 

disk luue at £2.50 

' FUTURA IS 

- FUTURA 19* 

disk issue at£2.S0 

- FUTURA 20 

- FUTURA 21 



RECENT 
ADDITIONS 

DS#133- JOYRIBE 

A great tpujupean demo 

DS#134-B0BT£RM 

Ihe tDp oewnms pvografn 

BS#136- ATARI CAD 

A stiperb design program, 
esp^icdiy for those uuha 
use circidt diagrams - our 
hestseiler last i&sue 

BUY NOW! 
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BARGAIN CASSETTES 



Your choice of 

any 5 CaSSCttCS for £ 1 , 50 plus SOp p&p 
any 10 CaSSCtteS for £2.00 plus £1,20 p&p 



ISO 



^ LOS ANGELES SWAT ✓ REVENGE 



BOMB FUSION ^ MASTER CHESS ✓ ROOKFORD 



DESPATCH RIDER ✓ MILK RACE 



✓ SIDEWINDER 11 



FEUD 



✓ MR DIC^ 



SPEED HAWK 



FOOTBALL MANAGER NINJA 



^ SPEED ZONE ^ 



GHOSTBUSTERS ^ ON CUE 



^ STAR RAIDERS ^ 



GUN LAW 



PANTHER 



^ TAIL OF BETA LYRAE ^ 



HENRY'S HOUSE ✓ PENQON 



^ TWILIQHT WORLDS 



INVASION 
KIKSTART 



^ PU\STRON 



^ UNIVERSAL HERO^ 



fa triM^nsf&r tfreac to tlishl 



COMMERCIAL SOFTWARE STILL AVAILABLE 



VERY LmrTED NUMBERS 

(Prtceft Inc. p&p) 



NIBBLER 

Dl«k 

MAXWELLS DEMON 
Disk £1 .00 



DRUID 

Disk £170 
LANCELOT 

Cas»rta £1.90 



JUGGLE'S HOUSE 

Cassette £170 
BATTALION COMMANDER 
Cassette £170 



ORDER ITEMS FROM THE ACCESSORY SHOP Wtm THE ORDER FORM 
ENCLOSED WITH THfS ISSUE OR WRITE TO 

PAGE 6, P.O. BOX 54, STAFFORD, ST16 tOR 
TELEPHONE ORDERS ACCEPTED ON 01785 S4i153 USING ACCESS OR VfSA 
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Features 

and 



SPARTADOS 

An overview and list of commands 



SpartaDos is probably th? most sophis- 
ticated disk operating system de- 
veloped for the Atari 8- Bit system, and 
It knocks spots off Atari Dos^ 2,5, It supports 
multiple sub -directories [known as folders on 
the STl. iuU tlme/daie stamping of files. fuU 
random access to any byte within a file, batch 
command files, hard disk access, and a whole 
host of more specialist features. 
SpaTtal>>s keeps rtM>st of It's code locked 
away under the operating system so you get 
more free memory for your programs. Even 
with the most powerful con figu ration, you will 
still have 32.501 free bytes available to Baste, 
and the smaller versions can leave as much 
as 36, [76 available. These figures should be 
set against 32.274 with Dos 2,5 and 37,902 
with no Dos ataUE 



GET A CLOCK! 



If you can find one (new or second hand] use 
ICD's R-TLme S battery backed-up clock car- 
tridge and the correct time and date will al- 
ways be available to be stamped on each new 
file created. The clock module plugs Into the 
standajd cartridge port and has a replace- 
nient socket on the top for another cartridge. 
It has been tried with Action!, Mac/65, Basic/ 
XE. AtariWriter, Atari Assembler/Editor and 
s<> on - and U seems completely transparent 
to eveiy thing, 'Hie re is even a Z: driver which 
allows you to access the clock directly from 
Basic. 



compiled by 



M, Tomlin 



US DOUBLER 

Where SpartaDoa really comes Into its own Is 
In conjunction with another ICD product - the 
US Doubler, Hiis u^ed to come In the form of 
two plug-In ICs for the 1050 drive which not 
only gi\'e It the ability to work in true double 
densll^^ but also speeds up the datsi transfer 
rate conslderabfy. Once these chips are In- 
stalled, your drive is supercharged. Upon 
booting your SpartaDos master disk the old 
bleeps bleep, bleep wund Is replaced by a 
burst of rapid reading speed. Reading data 
from a disk Is roughly four times faster than 
with a standard 1050 drive, but after allowing 
for seek lime (the tlrtM: taiten to move the 
head around the disk)- the average speed In- 
crease is nearer three times. The increase in 
speed of writing is less at roughly twice as 
fast Ihe other major feature of the US Doub- 
ler is to give access to true double density, 
giving 180k per disk as opposied to 90 k In 
single or 1 30k In enhanced density. Double 
density actually uses 720 sectors per diskK as 
with single density, but each sector contains 
256 hyles of data rather than 1 28. This does 
mean that you'll have to remember to fontitat 
and write In standard mode if you wish to give 
a disk to somebody without a US I3oubler, 
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SpartaDos Commands (vers. 3.2) 

and comparison with DOS 2*5 

Dos 2*5 SpartaDos Function 



A 


DIRS 




B 


CAR 


Go to oartrldiJe fif crefienti 


C 


COPT /XCOPT 


IJ JCI 31 1 1 1 J LL 1 1-1, l_r IC- l_l L ii V CjiSI 


D 




'Hfiipti'- fllffsil frrum dl^ik 


P 


RENAME 


RpFiaTTW* n l^Pl fi.1 nn Hist 


F 


PROTECT 


Pmtrr-t Hlrf^l frfim Si/*Hf1^ritrtl ^"ra^lirf^ 


G 


UM pmotect 


Tiprtiov^ T^Tmt'p/^tlnn fmvYi flip f si 


H 




WiltE Dos file (handled duiing format by XINITI 


1 


XI NIT 


Formats dl*sk f*iee skl*in AlfJl'TI 




DUFDSK 


Dupllcs-tfi whole disk 


K 


SAVE 


Save binary file [see alao APPEND] 


L 


LOAD 


Load binary file [see also OFT IJOADJ 


M 


Rim 


Run machine code at given address 


H 


n/a 


Create ME-M,SAV [SpartaDos is always m mcTriory) 


O 


XOOPT 


Copy fl]c{s) [single drive) [sec also SPCOPY] 


P 


AHfiT 


Format (Single density Dos 2.0 mode) 




APPEND 


Save binary HLc at end of exiting file 




AUTOBAT 


Select batch file to run when Reset is pressed 




BASIC OH/OFF 


Turns Internal Ba^ic on or off 




BOOT 


Set fllenajnc to load when no Dos present on disk 




BYPASS 


Modify hard disk drive access number 




CHKDSK 


Give current disk statistics 




CHTD 


Cban^ time/ date stamp on flle(s) 




CHVOL 


C hange volume name of disk 




CREDIR 


Makes new sub-directory 






Change default path details for current drive 




DATE 


Set system date 




HELDIR 


Delete sub- directory [must be empty] 




?DIR 


Shows path to specified sub-dircdtoty 




DIR 


Disk dlitctoiy (Extended fomiat: time/da be /bytesj 
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DUMP 

KEY ON/OFF 

LOCK/UNLOCK 

HDUMF 

HEM 

MENU 

OFF-LOAD 

PAUSE 

PORT 

FRHfT 

PUTRUN 

RD 

RPM 

RS232 

TIME 

TDLmE 

TD ON /OFF 

TKEE 

TTFE 

VERIFT ON/OIF 

XDIV 

ZHANB 

'fileaame 

Glenune 

Da: 



Print file as Ascli + hex digits to screen 

Type-ahead buffer on or off 

Protect whole disk from write operBtlons 

As for DUMP, but to print memory contents 

Show current Dos lomem/ hlmem values 

Load menu system (may be set as default] 

Binary load file, with offset 

Wait fbr a key to be pressed (in batch flics) 

Change the RS'232 configuration 

Echo scr^n output to another device like P; or C: 

Add run address to binary file 

Set up ramdlsk [many oonBguratlons available) 

Test disk drive rotation speed 

Load RS-232 driver for 850 module/P:!?: connection 
Set system dme 

Load time/dale header line routine 

Turn, dme/date line on or off [requires TDLINE) 

Shows all sub-dircctorics/filcs (alphabetical) 

Shows AscU file conteute on screen 

Turns disk write on or off 

Turn off I/O redirection (disable PRlNT/batch mode) 
Activate Zi for BIme/date handling from Basic 
Execute batch command (lie (extender = .BAT) 
Execute machine code file (extender = ,COM) 
Select new default drive number, n 



but this is \'eTy simple since SpartaDos is 
intelltgent enough to detect what type of disk 
it is using. 



OVERVIEW 

SpairtaDos has so many features that It Is 
impossible to describe them all In fulL but the 
bst of SpartaDos commands will ^ve you 
some Idea of Its amazing power sind flexJbility 
when compared with Dos 2.5^ I like the tlme/- 



date stamping of files and the sub-dtrectoiy 
faculties, and their ease of use from Basic and 
other languages. Spari;al>os can also read, 
write and format Dos 2 disks automadcaliy. 
so you need never worry about which type 
you currently have In the drive. It can even 
handle a hard disk ff you happen to have one- 
If you can get hold of a copy (or even a photo 
copy) of the excellent manual all the better 
but as most people nowadays will only be able 
to get a copy without the manual I have In- 
eluded a list of most of the available com- 
mands which should help. • 
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PRACTICAL 
USE OF THE 
INTERNET 



Y 



John S Davison 
continues his 
exploration of 
the Internet 




50 



ou can't have failed to notice that the 
Iiilemet is now beginning to touch our 
e\'eryda^y Ifves. It's not just mentioned 
In the mass media any more - they Ve actually 
begun to embrace It and directly encourage 
Its use. For instance . miiny r^io DJ'9 now 
regularly Invite communication from listeners 
via e-mail while they're on the air; an increas- 
ing number o f IV pnogramnies now have their 
own World Wide Web addn:sscs where addi- 
tional Infortnatfon can be found; and many 
adverts on TV, in magazines and newspapers, 
and even on poster boardings now quote the 
companies' WWW addresses along with their 
promotional messages. 

But, there are still inany people who view the 
Internet as a high technology toy used only by 
computer geeks who play with It "because It's 
there'' or who use It purely for (dubious forms 
of) entertainment. This view generally stems 
from the fact that "non-bellevere'' have no 
obvious practical use for It themselves. Such 
people need to use it "for Te&Y\ Le, with a 
specific purpose In mind, before they'll accept 
It for what IL is - an Incredibly rich source of 
information, entErlalnment. and increasingly, 
on-line commercial services (known variously 
as "e-bustness", "e- commerce", or evtn e- 
shcpptn^l. SOt over the next few issues Fll be 
Icxtklng at e>tamples of practical use of the 
Internet to see how pmetical they really arc. 

Page New Atari User 



OK, I know this Isn't Atari specific, but there s 
no reason a suitably configured Atari couldn't 
be used In the ways described here. 



TO AMERICA 
VIA CYBERSPACE 

The practlc-aJ use of the Intemcl was recently 
highlighted to us as a family following rny 
elder son's decision to taJce up a Job offer In 
the USA. Long time readers of NAU may re- 
member John jnr ■ he wrote over 1£0 pieces 
for tlie magazine several years back while he 
was still at school. And thanks to this early 
experience (plus a lot of hard workl he's sub- 
sequently been able to build himself a very 
successful career in the magazine publishing 
Industiy. As we'll see, the Internet has figured 
prominently tn his latest career move* 

He recently accepted the post of Editor- In- 
Chlef of Electronic Gaming Monthly, a hugeliy 
popular magazine for users of games consoles 
such as the Nintendo N64. Sony Playstatfon, 




Avftlon at Danada F^rms 

1 VivMii Cwt 
Wkitun, n. @QI81' 

taofi ita-^ooo i fax {/^} m-9sse> 

Offin Urn. M-F; $ -4, Sin IQ ^ 5, Sum: 11 ■ 



and similar. The magazine Is based near Chi- 
cago and much of the communication be- 
tween John and bis new employer was con- 
ducted via Iniemet e-mail, whUe he was still 
working in the UK. The time dlflcrcnce of 6 
hours between London and Chicago makes 
telephone communication inconvenient and 
e-mall provided the perfect solution. So, the 
Internet pri?ved a real beneflt to John, right 
from the start of negotiations. 



FINDING A HOME 

Once he'd accepted the job the hard work 
began. It's hassle enough moving to a new Job 
tn a different part of the UK, but when It's 
5,000 miles away on a different continent the 
problems increase tenfold at Icastl The first 
challenge was to find somewhere to live. But 
how do you do that without spending weeks 
Uvlng In a hotel while trying to househunt 
and simultaneously attempting to get stuck 
into the new Job? The answer - use the Inter- 
net as a househunting tool before you move to 

the new job. 
John usnl a 
search engine to 
find the Web sites 
of oompanles that 
advertised prop- 
erties for rent The 
one he e\fentual^ 
aetded on was cal- 
led RenLNet (http:/ 
/www.rent^net if 
you care to take a 



i 




Flooqylan of a 
property on 
RenLNet 
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Picture of 
property 
development 
in Whsaton 
on RentNet 



Rftf imitf T [f 1 tiTfat frtffrr 

a&« Hm U P: a ' I, £k ifi- ^^ San U - 1 




I rOi»I«h™f I! Trnv 1t±™ 1 1 Urn «■ iJcrr fa^oMi 1 



lotjk)x This lets you search for rental prop- 
erties anywhere In America (eJI 50 statesjt 
Canada, and In certain other parts of the 
world too. You tell it the type of property you 
want. e.g. an unfumlahcd apartment, and It 
then steps yen through a scries of pages 
where j^iu refine your requtrements. You tell 
It which USA state you want tn hvc in {Tlllnols 
In John's cas*)^ and then which major cJly 
area (Chicago). It then presents you with a list 
of Chica^ suburban areas. After selecting the 
suburbs of interest (Lombard and Wheaton in 
John's dasc, as his new company Is based 
there) you teU it tJie size of property required 
(e.g, one bedroom, two bedroom, etc.] and the 
price range to look for. A list of available 
properties to suit your requirements and 
pocket then appears. Clicking on these brings 
Up further informaLIon, including phone, fex, 
or e-mail details of the letting agents and, 
most usefully^ photographs and floor plans of 
each piopertjif, so you can get a good idea of 
what they're like before going to view them for 
real. 

If there are lots of properties meeting your 
criteria you can produce a prioritised Ust 
based on amenities available ► For Instance, 
you may want somewhere that allows pets 
(Important to John as his two cabs emigrated 
with him!);: or that has air conditioning fitted; 
or has a dishwasher and microwave Included. 
Properties meeting these recjulrements are 
then placed at the top of the Ust, so you dont 
have to search every listed item yourself. Nifty 
or what? 



RESEARCHING 
THE LOCALITY 



Obviously, you also want to know stimethj, 
about the area in which the available prop- 
ertles are locatjed. Those on John's shortlist^ 
were in Wheaton, so by using a search ci^glL^ 
to find references to Wheaton you can then 
click your way to the City of Wheaton home 
page (http] / /city . wheaton. lib, iLus /cow/ 
lndej£2Jitml}, Through this and other Unks 
contained there you can find out vtrtually 
everything you need to know about WheatOi 
and what's currently going on there. It's re^/* 
larfy updated too. 

John and hla wife All (y^cs, he's married nOi 
then flew out to Chicago to ilew tlie apart- ^ 
menta shortlisted fmm Rcnt.NeL They were 
on the point of signing up for one of them 
when the letting agent showed them a branf, 
new development in WTneaton that was only 
Just about to be put on the Rent. Net Web sl^^ 



They found a town house in this complex tl,. 
was even better than their original choice, 
they went for this Instead. 
Reht.Net also offers other faellltlea associ- 
ated with moving house. For instance, ther\ 
are details of self storage units you can ren^ 
to store your belongings in while you sort oi 
new accommodatian. There are links to con^' 
panics from which you can hire self-drive 
removal vans for do-it-yourself re- 
movals. There are details of local 
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schools and child care services^ 
cable TV hook-up companies, and 
Insurance companies , If you don't 
ha^-e any furniture you can even 
rent some irom here too. John 
and All's own fumltum was being 
shipped from the UK by sea and 
took about six weeks tp reach Chi- 
cago. They'd rented the town 
house weU before the furniture de- 
livery dat£5, so faced tlie prospect 
of a month or more without a stick 
of furniture In the place. The solu- 
tion was to take out a short tenn 
rental on a houseful of furniture 
and household appliances until 
their own stuff arrived. 
You can also find the location of 
the properties using an on-line 
map. There are maps on Rent.Net 
showing Chicago and surrounding 
area-s, but there's a much better 
map facility available through 
Yahoo, at http://map- 
s.yahoo,com. You key in the prop- 
erty's fiiU postal address and a 
fully zoomablc map of the area 
appeiars, with your selected 
address marked on It. You can 
zoom out until the map shows the 
whole USA or zoom In until you 
have a local streetmap of the Im- 
mediate area around the specified 
address. Ifyou then supply the 
address of your current location 
the system will provide driving 
directions from there to the property you want 
to view. It l3 rather like the Auto Route prog- 
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CHy of Wmaton Home Page 




Map of Wheaton area by Yahoo Maps 



ram available for the Atari ST a few years ago 



E-FLOWERS 



Since John moved to Chicago weVe kept in 
touch with him on a daily basis through e- 
mall. Phone calls cost far more than e-mail. 



so are reser/ed for weekends and special 
occasions. One such occ^ion was Mother's 
Day. and as well as phoning his mum John 
also 5ent her a large bouquet of flowers. He 
selected, ordered^^ and paid for these via the 
Interflora Web site (http: //wwwJnterflor- 
a.co.uk), Here you can choose a price range 
and style of bouquet you want to send, spe- 
cifying the types or even the colours of flowers 
bo be included. Photographs of suitable bou- 
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quets art displayed, from which you choose 
the one you want You then enter delivery 
address, time and date for delivery, and a 
message for the accompanying caird (plus 
your cncdti card details^ of course), and Interf- 
low take It from there. It works amajsingly 
well. His mum was so impressed that she 
used the same service shortly afterwards to 
send flowers to HER mum, to cheer her up 
folLowlng an Ulness. However, she still has 
mls^vtngs about sending credit card details 
over the Internet, so she phoned our local 
Interflora florist instead to order the item 
she'd chosen on the Web site, Annoylngtjr, It 
cost more to do It over the phone than via the 
Internet. 

Wei]< I think the above is proof positive that 



the Internet does have practical applications. 
Admittedly it could all have been done In 
other ways, but would have taken far longer 
to achieve. Immediacy is one of the Internet's 
biggest plus points, and It certainly helped. 
John and All to rapldfj^ set up their new life in 
America. 

Several months on from John's move we 
decided to take a holiday in the USA. Natural- 
ly, we wanted to go to Chicago to see him^ but 
we also decided to visit friends in Texas whom 
we'd not seen for several years. You can prob- 
ably guess whafs coming next. Yes, we 
arranged most of the trip with the help of the 
IntemcL It's a whole stoiy in Its own right, so 
we'll be looking at tills in the next Is^ue. 



NAU Internet Contact List 


The following NAU readers would welcorrw e-mail contact from otiier Atari users. U you'd lik^ lo 


be added to this list please drop an e 


mail nota to John S Davison at the address beJow, 


Daniel Baverstock 


dbaverstock(S> mistral .co.uk 


Paul Bramley 


p , bra m ley <^st udent . qut . edu . au 


Paul Carlson 


pau 1 ca r ISO n @f hn.se 


Johnny Chan 


jwchan@ c 1 ara . net 


Kevin Cooke 


kj-c0oke@wp9.uwe . ac.uk 


Michael Current 


mcu rre nt@ca ri eto n . ed u 


John S Davison 


jo h n_da viso n@co mp use rve .conn 


Damian Dixon 


dannian@tenet.oo.uk 


Gary Dundas 


da vad a r@ hot key . net . au 


Derek Fern 


1 01 755. 2 443<g>co mpusorve.com 


Dean Garraghty 


dgs(^c(ara.net 


Joel Goodwin 


jgo adwi n@ w 1 Ico . co . uk 


Paul Herbert 


i 473 7s . 9 7<^s wans e a .ac . uk 


Gordon Hooper 


u a55S@f ree n et . victo H a . be .ca 


Fred Meij^r 


fmeiier@dsv.nl 


Ann O'Driscoll 


annodf^tol.ie 


Allan Palmer 


1 00644. 1 040@compu£er^e.com 


Paul Rixon 


rixo np. rai Itrack^e ms . rai 1 . CO .u k 


Paulo A Rodrigues 


nop25 45 0@ mai I te 1 epac.pt 


Brad Rogers 


brad@ pia no sa .de mon.oo.uk 


Nigel Turton 


nptu rton@>m s n.co m 


Henning Wright 


kofta@a Igonet . £e 


Daniel Yelland 


y h 1 8 25 30@ st ma il . staffs . ac . uk 


Bryan Zillwood 


b . j . zi 1 lwood@e J( et er , ac . u k 
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^ontact ... contact ... contact ... 



Only one notkefor CONTACT this issue so Gary Partington gets a huge fiee cdverU 

COMPUTER HARDWARE 
FOR SALE 



Atari 800XL computer (dual O/S], 1020 prlntei « 1027 printer^ 1029 
printer - all in good working order with power supplies and manualjl 

- OFFERS INVITED 

Modem cable - RS232 25 pin (F)/9pln (F) to 36 pin (M) - £5 

R52S2 'D* Connector Conyertor 25 pin (F) to 9 pin (M) - £2 

Printer Cable - Centronics - 32 pin (F> to 25 pin OMt) - £5 

5.25 Inch computer disks - (55) (some new) ^ £10 

5.25 inch disk drive cleaning disk kit - £5 

TeL Gary Partington on 0I75S 613524 

FREE TO SUBSCRIBERS 

The CONTACT column Is free of charge to subscribers who wish to sell their 
equipment or contact other readers. Space is Umlted so wc request that entries be 
kept as short as possible. Extremely long entries may be heavily edited or ignored. 
Send your CONTACT notice on a separate sheet of paper [not aa part of a letter] to: 

CONTACT^ PAGE 6 PUBLISHING, P.O. BOX 54, STAFFORD. ST16 IDR 



FOR SALE ... WANTED ... PEN PALS ... AOVICE ... HELP 




Certain program listings which are too long to Include In the magazine may be obtained 
free of charge as printed listings to type in. All programs are, however, Included on the 
Issue Disk which is available with each Issue. Remember this disk also Includes BONUS 
PROGRAMS which do not appear In the magazine. If you would like the type-In listings 
please write or telephone indicating which listings you require. Please note that there 
are not necessartly extra listings for eveiy magazine. 

Write to USTINGS, NEW ATARI USER, P.O. BOX 54, 
STATFORD, ST16 IDR or telephone 017SB 241X53 
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